EVERYTHING YOU NEED TO KNOW ABOUT PC GAMES 
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3 GAMES IN 1! 

ARCADE 

10 missions wliere you enter the 
action straight on with a fully 
equipped ship. 

SIMULATION 

Complete 30 missions to succeed: 

• Study strategy and 
information screens 

• Choose from 36 weapons 
and ship enhancements 

• Select a Wingman and 
Weapons Systems Officer 

• Customise your Head Up 
Display (HUD) 

• Allocate R&D resources 
to weapons and add-ons. 

MULTI-PLAYER (pc only) 
■ Up to 8 players: local 
network, internet, modem. 

- Oeathmatch 

- Teamplay 

- Base Defence 
-Tag 
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THE ULTIMATE SOLAR WAR 
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Most Ambitious Space Combat 
— - Game Ever Created" 
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GROLIER INTERACTIVE PrDscnt:^ XENOCRACY'" a Veritas PraductiDn dEvelagieil by Simii ft Hencnup. 
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CONPUTER GANINQ." 
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/Adventure deep into a sinister undermountain stronghold to rescue your 
true love from an horrific ritual sacrifice. 
JCngagc Kobolds, Ore masters and even a ^^iant octopus in brutaJ 

combat as you explore dangerous dwarf mines, escape bubbling 
„, lava and pilot down treacherous underground risers. . 
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Who's Got Ihc Be« Moves? 

Crcati: and stort cuilnm miivts. IKc ihcm jii your 

quest or in ihi; .ircnii. Yoii oin c\q\> ir.idi: 

them with vour friends. 
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r UliimaK Sword Control 

,'Forget motion uipturt. IVoprittary 

VSIM mminn ii^chnol'ijiy hIvl's 

you unJimittjd Frerilnm i>f 

irLiivLmL'nl - )cm'!l netjJ i[ in 

lhi?i fully M3 tinvironmi^ntl 
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Up to four hunlail o}1pontnl>> ^iniuh.tncously 

iivtr iiclivork. I'liii iin:r niodini or serial. 
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PC qAFIER 



Ml TANK PLATOON II 
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Competition 

WIN! 

WIN! 
WIN! 



A FANTASTIC P2II0MMX 

PC! 




SEE PAGE 58 FOR 
FURTHER DETAILS! 
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CD Zone 



Find out what'! on your CDs and hnw to 
get them up and running. 



Bulletin 



14 



Our Price Chart 



30 



Oi! What's Your Game? 32 

Elite: f/rsr Encounter- Dauid Brahen gives 
his side of the story and tall<s about V2000. 



Reviews Extra 



106 



So many games, so little time... 



On-Line 



111 



Emulator update, on-line flight 5im5 and 
the very latest news on Ultima Online. 



Everything... 



118 



How to win at Actua Soccer 2. 

Troubleshooter 



120 



The first part of our comprehensive guide 
to Oddworld. Abe'i Oddysee. 



Tech Zone 



128 



The first Voodoo 2 card arrives. Find out 
if it lives up to expectations, 

PC Zone Recommends 135 



Word Processor 



140 



Comment 



145 



Looking Back 



146 
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Dune 2000 



46 



The game singly responsible for starting 
the entire CSC genre gets a graphical 
overhaul and a brand new interface. 



Xenocracy 



52 



Another 3D space combat sim to 
challenge Wing Commander et al. 



Ml Tank Platoon 11 



54 



Superb- looking sequel to one of the best 
tank games ever made. 



Lionhead Diary 



62 



An exclusive insight to what goes on 
behind closed doors at Lionhead, 
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Space Bunnies Must Die 36 

The big-eared furry ones are in danger in 
this Tomb Raider-sty\e platformer. 



RPG 



38 



First look at Gremlin's visually stunning 
role-playing game. 



Buggy 



40 



A racing game with the emphasis firmly 
on fun as opposed to simulation. 



Mystery Club: 
Gruesome Castle 



42 



We take a look at an unsigned game 
from Oz that could tuf n out to he the 
first true 3D adventure on the PC. 
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H aranguing on the te l ephone 64 

We phoned all the software support lines in the 
country and gauged their reactions to gamers 
with all sorts of problems. Look no further for 
some highly amusing comedy incidents 
starring support people everywhere and 
our very own Charlie Brooker. 
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Jedi Knight: 
Mysteries Of The Sith 



72 



LucasArts' Jedi add-on turns out to be 
even better than the original game, 
which mas pretty top to start with 



Shadow Master 



77 



Psygnosis take a crack at the first-person 
shoot' em up genre in this futuristic 
combat game. 



Battlezone 



82 



Yet another classic game gets updated 
for a '905 gameplaying public eager to 
know what all the fuss was about. 



The Golf Pro 



84 



Fantastic golf game from Empire with 
stunning graphics and gameplay to match. 



Air Warrior III 



86 



Flight airn fan^ finally get a decent piece 

af on-line gaming action. 



Plane Crazy 



88 



A flight sim for people who can't be 
bothered to wade through huge manuals. 



F1 97 



92 



Psygnosis' latest version of their best- 
selling Formula 1 racer. 



SuperMatch Soccer 



94 



The creators of Matc/ic/a/take on Actus 2 
with their new football game. 



Red Line Racer 



98 



II might look great, but how does Ubi 
Soft's arcade racer really handle? 

Ultim@te Race Pro 



100 



The PC needs another arcade racing game 
like a hole In the head. So why can't we 
stop playing this one? 



Last Bronx 



102 



Have Sega finally got their act together 
and released a decent beat 'em up for 
the PC? 



Actua Hockey 



104 



Gremlin challenge the mighty IVHL 98. 




Jedi Knight: 

Mysteries Of The Sith 

Have LucasArts created a new benchmark in 3D action 
gaming? Turn to page 72 and find out. 
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^TOT^&d dt leasi a Pentiutn faWn^^ 
1SMb RAM to tun the loftwaie on Ihii 
month's CO- ROM. 

Many of ttio proqrsIPs are designed to ' 
run under Windows 95 arid, ai a remit, 
iatnn of th^m may require a Pentium 
1EE with 32Mb HAM id run satisfactorily, 
IHcBse note that some garnet also 
requite a 3D accelstatot caid to tun. 

Hie the hrowtet and menu system 
to see which demos ate Windows 95, 
D05 and 3D accelefatoi onty. 



Help! 



CD trouble? HD playing up? Don't worry - 
phone our helpline and wrt yourself out prontol 

HD DISK HELP 

Photie Matthew on 01274 736990 

Any weekday betweeri 9am and 4pm 

CD-ROM HELP 

Phone ABT on 01708 250250 or 
pczone@abt-net.demon.ca.uk 

Any weekday between Ham and 5pm 
(Please DO NOT phone the PC Zone office 
as your calls will NOT be answered) 

If you are calling eitbei helpline, then please 

take note of the followmg pomts: 

• If possrbie have your PC operatmg and near 
to (he phone when you call. 

• If this is not possible, note down all teievant 
infoimaton ie system type, sound card, RAM 
etc, plus the nature of the fault 

• Make sure you have a pen and paper to hand 
to jot down the relevarr info when you call. 



No CD? 



If you don't haue the CD issue, then fear 
not! 5imply fill out this slip, enclose your 
HOs from the cover plus a cheque for a 
whole £1 and send it to: 
CD Exdiange {G2). PC Zone. Bradley 
Pavrltons, Bradley Stoke North. 
WAtloi BS12 OBQ 

Your details iplease print dearly) 

Name:,., . „..i,.„,.„ „,.,.„„_.._„_..,—.,-,—.„ .- 

Address: 

Postcode: 

f leau mAe chH|iie5 payable IP! 

DENNIS PUBLISHING LTD 

CDs from previous issues are also available. 
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ON THIS MONTH'S CD ZONE WE'VE GOT A MYRIAD OF AWESOME PLAYABLE 
demos Including FIVE fantastic EXCLUSIVE titles that you won't see on 
any other PC magazine. Sit back, slip the CD into your drive and get ready 
to enjoy the groundbreaking Mysteries Of The SIth, the fabulous Forsaken, the 
incredible Incoming and the fantastic F1 97. We've also got a very early alpha 
version of Eartbsiege 3 for you to have a look at, and the latest Ouake II Point 
Release that includes EIGHT new deathmatch levels and iO's official bug fixes. 
Be sure to check out our two bonus CDs and see if you've won a fabulous prize! 



JEDI KNIGHT: 



MYSTERIES OF THE SITH (LucasArts/viE) 




HE STILL WALKS LIKt HE'S GOT 
a Ihermai detonator between 
his matted cheeks but that 
doesn't stop the 'Bearded Jedi' Kyle 
Katarr from picking up his lightsaber 
in another Star Wan adventure. This 
massive first leuel from LucasArls' 
SLperb mission pack has Imperial 
troops attacking the Rebel base. Do 
what yoL can to halt them and make 
your escape throjgh the base to a 
waitng Imperial shuttle. 

Controls: Keyboard 'joystick/mouse 



' ' (directional) 
or i (> I (keypad) 
. ^ or right 
mouse button: 



, !HOA\ E| or 

Q] (keypad) 



I I PG UP| | 
[ PG Dtji l 



'M or [S] 
(keypad) 

■1) or El 
(keypa d) 

"SRIFTI 



Sorffl 
(keypad) 
M or [IX| 
(keypad) 



KEYBOARD CONTROLS: 



Zl (directional) 
or H] (keypad) 



Move forward 

Move backward 

Run 

Slow mode 

(hold key down 

while moving) 

Sidestep to left 

Sidestep to right 
Slide toggle 
(modifies your 
turn right/turn 
left controls) 

Turn left 



□ and I 



:cTRil;p1 
(keypad) or left 
mouse button 

m 

Q 

p 

m 
m 
m 

EI 




Turn right 

Jump and swim up 
Crouch and 
swim down 

Centre view 
(centres your view 
in middle of screen' 
Look up 
Look down 
Free look 



Cycle 
weapons 



Primary fire 
Secondary fire 
Kyle's fists 
Bryar pistol 
Storm trooper rifle 
Thermal detonator 
Bowcaster 
Imperial repeater 
Rail detonator 
Sequencer charge 
Concussion rifle 
Lightsaber 
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FORSAKEN (Acclaim) 

Acclaim's latest may lonk like Descent 
but it most certainly isn't. Two single- 
player lei/els are on offei here and the 
idea Is to get IhrDLgh the meandering 
tjnnels retrieving as many gold bars as 
possible. Til e more you collect, the more 
lives you accumulate - and you'll need 
them as well. When you've had enough 
of that, why not settle down to a 
leisurely spot of deathmatching in the 
battle dome? 

Controls: Keybaard/mouse/joystick 



HBffl 
BUMfilli 



icfsn 



mm 



HOMEI/iENDI 



S 

m 



m 



ShiftO-^ 



Fire primary weapon 

Fire secondary 

weapon 

Forward 

Reverse 

Rotate bile 

Slide (strafe j mode 

Fire primary 

Fire secondary 

Bank left/rig lit 

Mines 

Cycle weapons 

Pause game 

(access menu) 

Keyboard config 

Remove screen tent 

Rear-view window 

Change screen size 

Pulsar 

Trojax 

Suss gun 

MUG 

Solaris 

Gravgon 

MFRL (multiple-fire 

rocket laur)cher) 

Send taunt message 

Enter your own 

message 




INCOMING (Roge) 
One of the best examples of what a 3D 
card can do, and though you don't need 
ore to appreciate the game you'll sure 
as hell need one to appreciate the 
graphics. Two missions are included in 



this demo; one has you defending your 
base from alien attack and the other 
puts you m charge of a helicopter After 
you've played them, sit back and watch 
rolling demos of some of the later levels. 

Controls: Keyboard/mouse/joystlck 



eean 



uftHH 

mm 



Movement 

Fire 

Fire secondary weapon 

Forward/ reverse 

Rotate left/right 




EARTH5IEGE 3 (Dynamlx/CUO 

If you play demos in order to get a feel 
for a particular game, then steer well 
clear of this. It's a pre-alpha test release 
of CUC/Sierra's latest Here game, which 
means that there's a fair chance that the 
final version could end up being 
something else entirely, Not surprising 
considering it's multi-player only. We'll 
have a newer single-player version soon, 
but if this is anything to go by we hope 
It won't be too different. Any comments 
about the game can be posted to 
www. dynamix.com/es3/ 
forums.html. 

Controls: Keyboard/joystlck/mouse 



iiao»iiMii^ 

H/E 

m m 

E1; |[BAg(iPj.ct.| 

Mouse 

LMB 

RMS 

m 

m-m 
m 

Number pad 'y]\ 
Number pad !j1i 



M 



Toggle screen mode 
Chat 

Forward/backward 
Turn left/right 
Stop 

Targeting 
Fire 

Target enemy 
Target closest non- 
team -mate 
Select weapon 
Dual -fire mode 
Engage chameleon 
cloak 

Crouch/stand 
Reincarnation 
Shuts down/powers 
up reactor 
Configure HUD mode 
Sim preferences 
setting 
Toggle player 
scoreboard 
Draw in wireframe 
Send message all 
Send message team 
Send message target 
Send message to 
specific player 



m 

wm 
mm 
m 
isHim i-m 



Set full screen to 

software 
Set full screen to 
glide (if available) 
Projectile camera 
Activate/deactivate 
shield 

Activate/deactivate 
shield tracking 
Focus shields 
forward/rear 
Rotate shield focus 
left/right 
Step through 
scanner ranges 
Toggle active/ 
passive sensor mode 



GRUESOME CASTLE 

(Gee Whiz) 

Our suspicions were initially aroused 
when the adventure started outside a 
van that looked very similar to the 
'Mystery Machine'. However, it was 
when Irving to get into the castle that 
they left the biggest clue - there was no 
sign of Scooby Doo. "Yeah, and I 
would've got away with it too, if it 
wasn't for those pesky kids." 

Controls: Keyboard 'joy pad 



aema 

L lSMHl 
licml 



iSl/TI 



CD 

m 
m 

m 



Movement 

Hold to run 

Hold for look around 

mode 

Look at/use an object/ 

binocular zoom 

Open/close inventory 

Skip text 

Change camera modes 

Move camera In/out 

Quit the game 



Co^"-^ 




RED LINE RACER (ubi soft) 

With Ubi Soft's new arcade racer we 
can all find out what it's like to be a girl 
on a motorcycle (or a boy If you're of 
the feminine persuasion). Complete 
with gender- correct yelps of pain as 
bodies hit the tarmac, this one-track 
demo should whet the appetite for the 
full game. 

Controls: Keyboard/joystick 

g]|[I] Manual gearbox 

RR Steering 

L "SFliFT i Accelerator 

L |[cE Brake 

m Signal to other players 

m Turbo boost 

IliJCJI Pause menu 

B Help 

S Change camera view 



VR POWERBOAT RACING 

(Interplay) 

The ongoing quest for original racing 
games takes to the briny in Interplay's 
tricky one-course demo. The difficulty is 
in timing your jumps and using your trim 
(whatever that is) to perfect cornering. 
Once you've got the hang of things 
you'll probably get lost behind the 
scenery. Still, I suppose you just try and 
try again, eh? 



COMPUSERVE CD 



THIS MONTH'S THIRD CD 
would normally be either 
a) snapped in half and 
thrown in the nearest circular 
filing cabinet, b) used as a 
shiny coaster, or c) melted in 
the oven and moulded into a 
nifty flowerpot. 

Before you do find other 
uses for it, just think what you 
could do with ten hours free 
Internet access with the UK's biggest 
on-line sen/ice. You could play 
games, find out everything you could 
possibly want to know about 
geraniums, or even hack into US 
defence networks and spark off a 
third world war Yes, the possibilities 
are endless. 

All you need to do is pop the CD 
into the drive and wait for the 




friendly and functional 
Interactive tour to kick In. 
Also included on the CD are 
demos for Tomb Raider II and 
Wonns 11. 

If you have any problems with 
CompuSen/e or the CD contents 
please do not call PC Zone, 
CompuServe have their own support 
number: 0990 134 819, 



ACCESS/ 



"DlSjc jytfuinftTfi^ 



Controls: Keyboard/joyjtirk 



@0 


steeling 


E 


Acceletale 


mm 


Trim up 


0'iE 


Trim down 


IT] 


Pause 


y^' 


Exit race 


i,PGUP.|/;lPGDN 


Change view 


S 


Help 


m 


TV camera 


gi 


Toggle map 


mM 


Zoom map 




BATTLEZONE (Activision) 

Fifteen years or and Activisior's lank 
classic gets wheeled out again, this 
time in glorious technicolor. The 
featjted mission is set on the moon 
between the Americans and Soviets, 
and as the apple pie-eatin' Yanks you 
must protect not only your base from 
attack but also your vehicles. 

Controls:Keyboard/mouse/joystick 

^ Slow forward 

M ' Forward 

IMlM Sttafe left/right ' 

IM Stop and back 

iEO & mouse 

down Pitch up 

^ S mouse up Pitch down 

Mouse Turn left/right 

XI Jump 

LMB Fire weapon 

RMB Select weapon 

MS Select hard point 

Ctri&P-Sil Link similar hard 

points 
fSRIFTII 

& nl-IH Views 

jlfeSC] Game options menu 

ffl-f^ Activate command 

interface menus 
1^1 & RMB Multiple select units 
| l I Issue smart reticule 

command to 

selected unit 
tHU Select target 

lilAflll Cancel selected 

command menu 
1^1 ft @M\ Assign units to 

quick key 
M-B Select mapped 

group 
Q Target enemy onMff 

|S| Select next nsv beacon 

03 Get information on 

object under reticule 
IB] Hop out of vehicle 

^SI-HJ Bail out 



B 


Deploy/un deploy 




deployable vehicles 


iCTMI-»CI| 


Chal to another 




player in multi-player 


IPSDiEli 


Pause game 


fALT(-iiJ(jj 


Exit mission 



LURID LAND (illusion Softworks) 

Collect the four coloured keys and free 
the prisoners and that's it - pretty 
simple, huh? What else could you 
possibly want from an old-style platfomi 
game apart from artless graphics and 
uncomplicated gameplay? This demo 
features ten ievels and even two- player 
support. 

Controls: Keyboard 



iiA.;Xi w^.'T: 
|i pause; 



Movement (player 1) 
Movement (player 2) 
Fire player 1/2 
Pause 
Quit/reslarl game 



MONTEZUMA'S RETURN 

(Utopia Technologies) 
Indiana Jones? Pah! He makes pink frilly 
dresses and drinks milk. Max Montezuma 
-now he's the man you ask for when it 
comes to finding lost treasure. This 3D 
platfomi game features a number of 
linked puzzles, and if you find all the gold 
you can access a secret level. 

Controls: Keyboard 



Blffll 
0/[3 
Left HHBii 



Left[cTsn 



Rotate view 

Run forward /backward 

Run left/right 

Punch 

Kick 

Jump 

Resize view 







F1 97 (Psygnaslsl 

One of the best racing games so far this 
year, it's fast and you don't even have to 
like Formula One to enjoy it Choose a 
car and race around Silverstone or try 
out a few practice laps around the other 
tracks featured in the full game. 

Controls: Keyboard/joystick 



RR 
@/B 

mm 



Turn left/right 

Accelerate 

Brake 

Gear up/down 

Alter view 



It' Hear view 

z" Reverse 

Left iSHHi Tear offs 



TEST DRIVE 4 (Electronic Arts) 

We couldn't quite fit this on our 3D disc 
but thought you should see it again 
anyway. Race a Dodge Viper though 
England's green and pleasant land. The 
skies are filled with RAF test pilots and 
the roads are swamped by Sunday 
drivers - so look out. 

Controls: Keyboard/joystick 



ET 



mm 



Accelerate/brake 

Steer left/ right 

Brake 

Gears up /down 

Horn (fnirk) 

Pause 

Change view size 

Change view distance 

Change camera 




G- POLICE (Psygnosis) 

We're still wondering what the 'G' 
stands for, but while we ponder away 
the hours let's en|oy again another 
mission from last year's award-winning 
3D blaster In this new mission you have 
to find and destroy a bunch of droids 
who have gone rogue. The waypoinl 
indicator shovw your current mission 
objertives. 

Controls; 

Keyboard /joystick/gamepad 



Right JSfflFT. 

Right llcgNTKOL 
Left .1 C ONTROL] 
Left PIT] 

0123] 

issa 

m 

m 



Pitch & roll 
Forward thrust 
Reverse thrust 
Fire 

Airbrake 
Weapon select 
Hover up/down 
Target lock 
View select 
Pause 



CART PRECISION RACING 

(Microsoft) 

A new version of Microsoft's IndyCar 
sim that now includes two tracks and 
support for both force-feedback devices 
and OirectBD, There are a load more 
keys to gel used to. which you can find 
by casting your eyes over the game's 
help file. 



Keyboard/|oy$tiCK'wneei 



Numjl/ A 


Turn left/right 


Num 8;/i-' 


Accelerate/brake 


M; 


Reverse 


^ 


Toggle mirrors 


m 


Toggle dashboard 


1^ 


Toggle map 


m 


Pit board 


llB^I 


Pit page 


m 


Racing line 


m 


Steering help 


:^ 


Auto shift 


HOi 


Spin correction 


m 


Auto brake 


m 


Crash damage 


m 


Switch camera 


IB 


Next car 



DEADLOCK 2: SHRINE 

WARS {Electronic Arts) 
EA's futuristic strategy game will only 
last 1 5 turns, and features one single- 
player and a multi-player map for up to 
three players. It may look quite 
complicated at first but full instructions 
can be found in the How2play,txt file. 

Controls: Keyboard/mouse 



H'EfirBn 



■iSRIFT! a 



^FHFTl! & 






IB 

m 

m ■ 

\m 

B/E 



[fli-i 



End turn 
Army box of 
selected territory 
Toggle planet view 
Toggle resource view 
Toggle military view 
Next territory 
Previous territory 
Delete disband 
unit/demolish building 
Help 

Game options 
Scenario status 
Buildings 
Pacts 
Event log 
Research 
Chat screen 
Taxes 

Morale status 
Black market 
Colony assistant 
Zoom out/ in 
Scroll map 



SEGA TOURING CAR 

CHAMPIONSHIP (Sega) 
Sega's touring car racer doesn't hold a 
candle to the recent Codemasters effort, 
but at least you can decide for yourself 
by tearing round the featured circuit at 
breakneck speed. 

Controls: Keyboard/joystick 

RR Steering 

RE Gear shift up/down 

IS'S Accelerate/brake 

g/g Light accel/brake 

E Change view 



8 



ai 





1/ 



.# 



i 



.# 




/ 






UltimS'Te H^ce Pra'" is REAL aacBlerateid racing actian! Tliisl^SSIxattB 
cmr railing to push yaur 3-a anc^lBratar card* ta the max; p<tatiucing 
tlaziling graptticallg-supBciur effects such as sitg reftectinns, mull 
spatters, sparhs, shid tnarhs, rain, thundferstnrms and fug. 
Ultimi^te Race Pro'" is a high-speed, thriU-m-se:cond ride against real 
lii/e cliallengers finternet, IVetMvarIt, IMadem, Serial LinliJ dr camputer- 
cnntrulled uppnnents; acruss IE passible trmclfB in time trial, lap 
record ar 'ghnst' madB. 

Ultimate Race Pru"^, It's nnt Just fast - it's accelerated! '-.. 



^^^^ 



MiCIEQPE^E I'i ,1 rcdiiirri'iT lrLiileni,irk dI MlcrnPwe Lid- '3-D card lECDmmerdBd Irul lidI a requiremenl. AJI p\s\Oi 3-0 cardi supportBd, 
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X. 



B 




Li i 






m 



iuujLii.uLt>ma 



n^^m 



^M* » J 



dLV'> 



LU HI uji . pn ■ cr* o F>r> o^ e.i:::o m 



^lAc T/£fae c ttiHj^ 




WORMS II (Team 17/Micro Prose) 

This time-limiled, single-level demo of 
the excellent grub-based strategy game 
enables two people to battle it out on a 
iingle machine or, with a connection to 
the Internet, a mLlti-player game via a 
server based in the US. Try iL 

Controls: Keyboard/mouse 



Mouse 

U mouse button 

Rf mouse button 

1 



■ ENTER!, ENTER 

a 

IZn i (held) 









Stroll landscape 
Select target 
Cancel weapon 
Move left 
Move right 
Jump/drop 
Back- jump 
Vertical jump 
Aim up 
Aim down 
Drop weapon 
Set strength 
Quit 

Set bounce 
Set tuse time 
Centre worm 
Next worm 
Action replay 
Weapon shortcuts 
Cycle worm settings 



HD ZONE 



PIRANHA PANIC 

(Wlhlborg Entertainment) 

A rather snappy Defenrfer clone, tliis. 
Vou control a single piranha ojt to 
save your eggs and Itill all the 
jellyfish and barracuda. The scanner 
at the lop tells you where your 
enemies are and ttiere are power-jps 
to be picked Jp along the way. 

Controls: Keyboard/joystick 



BSfflCl Movement 

PCntl-l l Bite 

ACTION SUPERCROSS 

(Shareware) 

With a title like Action Supe'cioa 
you might expect a fast-paced racing 
game, in which case yoj could be a 
tad disappointed. Instead, why not 
prepare yourself for a platform/ 
puzzle game ona slow bike. 
Intrigued? Course you are. So give 
it ago. 



NBA LIVE 98 (EA Sports) 

What can we say - it's basketball, tor 
heaven's sake. Anyone who doesn't 
know what to do should be exiled to 
some small Scottish island (if they're not 
already there) and be forced into making 
a living from carving trinkets from guano 
and selling it to American tourists. 

Controls: Keyboard /game pad 



piHiura/ 

ESSE 



Kcmr/iism 



Movement 

Pause 

Pass/call for pass 

Shoot/hand 

check/jump to 

rebound/block 



SID MEIER'S 
GETTYSBURG (EA/riraxis) 

A new version of the Civil War real-time 
strategy game from the creator of 
Civilization and Railroad Tycoon. Three 
new scenarios are available as well as the 
original tutorials to teach you the 
mechanics of the game. May we suggest 
you read all the accompanying tent files 
for detailed help on how to play the game. 

Controls: Mouse/keyboard 

REGIMENTAL COMMANDS: 
il£:l Form column 

|II] Form line 

1(2 Skirmishers 

j fPGliFI / 'HOMEi j Wheel right/left 




SuperCross 

SlKirewore 
UeiiHWi 1.1 
V 




Controls: Keyboard 



CD 



Accelerate 

Block both wheels 

Turn bike 

Turn bike around 



'w(+ mouse) 

""Al 

iwniiT, 
■m 

Coll 
ISHIffl 

p] 

E 

[V] 

j — 1 

piFflfx] 
piFRfTl 
|5"i{+ mouse) 
!ol(+ mouse) 



Wheel to cursor 

Advance 

Charge 

Hold 

Double-quick 

Attach 

Fall back 

Retreat 

Volley 

Halt 

Detach from brigade 

Line of sight 

Don't stop 

Oblique 



BRIGADE COMI^AMDS (ADDITIONAL); 

|!1| Form battle formation 

[5] Form double line 

3 Manoeuvre 

B Road 

'^Mffl Attach all regiments 

■ iSHlFTIK J] Rally troops 

JSHim irijir" Refuse line, left/righl 

BATTERY COMMANDS [ADDITIONAL): 

!'.£JJ.-Li| Limber/unlimber 

B Fall back firing 



GAME CONTROLS: 


I'l X.I 


Zoom in/out 


SHIFIii CI 


Centre map 


|B| 


Pause 


laa 


Speed up/slow down 


Esri 


Exit scenario 


E5RIFT1P 


Load 


IISHIFTIIIISI! 


Save 


IITABI 


Next regiment 


m 


Map 


m 


Find fighting 


B 


Find largest objective 


m 


Last important point 


El' 


Scenario status 


g 


Order of battle 


s 


Courier messages 


m 


Battle summary 


1^ 


Options 


n 


Toggle trees/houses 


n 


Randomise enemy Al 



GENOCIDE {KaosKontroD 

A new Windows 95 version of the 
Abuie-iVile demo we ran a couple of 
months back. Use the mouse to direct 
your fire, and the keyboard to move 
through the scrolling ID world. 

Controls: Mouse/keyboard 



Mouse 

LMB 

RMB 

mm 



Movement 

Targeting 

Fire 

Change weapon 

Zoom in/out 



ARMORED MOON (Micmrorm) 

This real-time strategy game takes an 
isometric view of a sci-fi world. Build an 
army of mechs and cyborgs and send 
them against the computer- control led 
forces. There is a limit to how many 



units you can have, so take care when 
attacking the enemy not to leave you^ 
base open to attack. 

Controls: Mouse/keyboard 



m 
m 
m 
m 
m 
am 



mm 



m 
m 



m 

M 

m 
m 
m 
m 
m 



m-a 



Help 

Save 

Load 

Mission briefing 

Options 

Map toggle 

Scroll view 

Status 

Arrange units in line 

Arrange units in file 

Halt units 

Select all units on screen 

Select all gun units in 

current selection 

Laser units 

Missile units 

Flight units 

Plasma units 

Cyborg units 

Supplier units 

Deselect all units 

Control 

Assign team 

Select team 



SPECIAL FEATURE 



HARANGUING ON THE 
TELEPHONE 

Who says we just make this stuff up? 
To supplement this month's feature 
(see page 64), here's living, breathing 
proof that Charlie Brooker did indeed 
speak to all those helpful people at 
Activision, BMG, Eidos and Virgin. 
Each file can be run from within the 
browser. Just click or the relevant 
icon, put your feet up and laugh 
hysterically at the poor beleaguered 
recipients of his wrath. 

QUAKE II - 3.13 POINT 

RELEASE (ID Software) 

They've taken their lime about it and 
they should' ve been in the original 
release, but ID have finally got round to 
releasing the official mu hi -player levels 
that we've all been waiting for The 
patch IS a self-extracting file that will 
copy the relevant files to your Quake2 
directory. When you neirt start the game, 
everything will automatically be set up 
and ready to go, 

PATCHES 

More of the latest upgrades, including 
CM2 transfer updates and world league 
info as well as patclies for Lands Of Lore 
2. Ultimme Race Pro and Dark Heign. 
Go to the /patches directory on the CD 
and choose the patch you want. Each 
file is either self-extracting or can be 
undipped with WinZip - just specify 
where you want the files to go. 



3D ZONE I 



If you've got a 3D 
accelerator card t jcked 
away inside your PC, you're 
in for a real treat this 
month. We've scojred the 
globe for the latest and 
greatest demos, patches and 
drivers, and stucli them all on 
one easy-to-use CD. So what are 
you waiting for? Stick it into the 
and let's see what this baby can 



WHETHER YOU HAVE A 3D ACCELERATOR 
card Dr rat, there's mare tliar erough or 
this month's second CD to keep yoj 
occupied well into the summer monttis. Depending on 
which card yoj own you'll he ahle to enjoy over 30 of 
the best demos currently available - including Turok: 
Dinosaur Hunter. Tomb Raider II. lands 01 Lore 
II. X-Wmg Vi TIE Fighter ^nd Csrmageddon 
Splat Pack - that take advantage of the 
latest 3D card technology. We've also 
compiled as many of the latest patches 
that we could find and included the latest 
drivers for the rrost popular 3D cards. 
If you haven't got a 3D card don't 
despair, you can still fun many of the demos 
on this CD, and we're giving you the chance to 
v/m one ol the latest next- general ion cards as v^ell as 
copies of the fabulous Forsaken and the awesome 
Nightmare Creatures. See right-hand column for 
further details. 

DEMOS 

To avoid any confusion, all the demos have been 
grouped by chipset rather than by card manufacturer. 
Simply click on the relevant tabs on the CD browser 







■ ''-1 



drive 
do... 



.■£^ 





to see how many demos you 
can run. Direct3D is of course 
the name of Microsoft generic 
drivers that all 3D cards car utilise, 
so be sure io click this tab whatever card you 
own, Tfie 3Dfx demos will run only on the Voodoo 
chipset, and we've made an effort to include as many 
of these as possible because this is hy far the most 
popular type of card. We've also included a couple of 
native PowerVR and Rendition demos too. If your 
card uses this chipset, don't forget that you can also 
run all the D3D demos, but they won't look as nice! 

If you haven't got a 3D card in your machine, 

check out the tab on the CD browser marked 'No 

3D card' and you'll find 25 demos that will run in 

software mode. Tfiey obviously won't 

look as spectacular, but they're well worth a look 

nevertheless. 



PATCHES 

If you go to the /patches directory, you'll f nd a whole 
host of the latest patches available that will turn your 
old games into stunning works of art. Again, to 
keep things simple we've grouped them 
by chipset. Each directory contains either a 
self-extracting 

or zipped archive file that must be 
unpacked to the relevant game directory. 
You are strongly advised to check any of the 
accompanying readme files for correct 
intruclions on correct installation procedures. 

DRIVERS 

Your video card[s) can't run without them, and 
guite often drivers get overwritten or even lost. 
We've done our best to compile all the latest drivers 
for all the major cards. To update or re-install new 
drivers, just select the one that matches the one in 
your card and double-click on the icon. Be sure to 
choose the right one though, othenwise odd things 
may happen to your machine. 



VMlItt'- 



ONE OF 40 

STATE-OF-THE-ART 
3D GRAPHICS CARDS! 



Here's your big chance to win a next-generation 3D 
graphics card. This is what we've got to give away: 

10 Creative Labs Voodoo 2 cards 
10 Orchid Righteous 3D 2 cards 
10 Maxi Gamer 3D 2 (Voodoo 2) cards 
ID PawerVR Apocalypse 30 X cards 

Additionally the first IS winners will each receive a 
copy of Acclaim's incredible 3D showcase Forsaker>. 
We also have 1 copies of Nightmare Creatures to give 
away in conjunclion with VideoLogic. Tliis is a special 
competition which you can enter on-line simply by 
pointing your Web browser at VideoLogic's website: 
www.powervfdirect.tom. When you visit this site 
you will see a flashing button bearing the legend 'PC 
Zone 3D competition'. Double-click this button and you 
will find a competition to complete. Winners will be 
notified in a forthcoming issue of the magazine. 

Follow these instructions to find out if you've 
won our cover CD competition: 

1 . Place the 3D ZOME disc in your CD-ROM drive 

2. Run the 3dzone2.exe tile either from the run 
command or by double-clicking on the icon in 
Windows Explorer. 

3. Click on the Competition tab on the browser, and 
have ready the senal number which you'll find on 
thebackoftheCDbox. 

4. Simply key it in then click 'Go' to see if you've 
won. Good luck! 



DISCLAIIVIER: PC Zone cannot accept any responsibility 
tor the loss or damage of data through using this C[}. 
Editors decision is final. All ujual compo rules apply. 
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PLATOON. 




IHSTflHT flCTICM: A RANEXM SINGLE BATTLE SCEMHtCO THAT PITS YOU AGAINST FBCKT-LINE PUSSIftN TBDOPS 
TRAINING: AT 'ACTUAL' US ARMY FACILITIES; ARMOR SCHOOL; PORT KNOX AND PORT IRWIN 
SINGLE BATTLES : REPLAY HISTORICAL AND HYPOTHETICAL CONFLICTS; INCLUDING GULF WAR AND COLD WAR 
CAMPAIGNS: GULF WAR II, NORTH AFRICA, RUSSIAN EAR EAST, BALKANS AND CENTRAL EUROPE 
MULTIPLAYER: ACROSS A NETWORK OR VIA A BOMM/SERIAL LINK FOR A TWO PLAYER BATTLE 
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SLIPPAGE CEIUTRAL 

Which games have slipped, 
and when they've 
slipped to. 



PAGE 16 




SPECIAL REPORT 

Well-balanced, 
intelligent Grand ***• 
Theft Auto 



******i., 



feedback... 






<^f. 
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Heart of the matter 

Plow you Eee \i, nou" you don'l. Now 
you'll we it ^ome bme tfiis summer 
PraErably. 



HOTSHOTS 

Pssl... Want to see the very first 
in-game Carmageddon //shots? 



PAGE 26 




Microsoft Gamestock '98 




First news is just coming in of 
Microsoft's new games line-up... 

Age Of Empires has surprised many by 

bKomJng one ot tlie hest-selling strategy games 
ever. It comes as a surprise to no one, then, thai 
hopes are high in the Microsoft camp for Age Of 
Empires 2 when it arrives at tiie end of this year 

On the evidence of what we've seen at 
Gamestock '98 (Microsoft's own games conference), 



Age Dffmp/reiirelainseverything that was5D 
addictive about the first game and adds many 
new features of its own. Chief among these new 
developments is a greatly enhanced graphics engine 
which allows for huge buildings lovingly crafted in 
1 6-bil colour. The Al has been massively 
improved loo, so gamers can now choose 
fonnations for their units, in addition 
to determining how aggressive or 
passive they are in battle. 

Personally, we'd like to see 
an improved campaign with 
linked on-going battle 
scenarios. Ensemble (the 
developers) have not ruled 
this out, and this feature 
may well appear in the 
end product. We'll give 
you more news on this 
as we get it. 



(Left) Age Of Empirei 2 boasts bigger buildings and 
enhanced graphics, (Above) Spitfire: at last, Flight 
5/in with gun^. 

Flight sim fans are in for a treat with the release 
of Spitfire, a World War II combat sim thai uses the 
highly sophisticated Fligljt Simulator 98 flight 
engine, Fiigli! Sim with guns is something thai 
propeller heads have been crying out for ever since 
the FS series began, and Microsoft are confident this 
new addition to the FS stable will give the product 
broader appeal. Microsoft hope to have Spitfire in 
the shops by the end of the year. 

Finally, Motorc'oss fAadness is an absolutely fab- 
looking stunt driving and racing game which uses 
D3D to better effect than any game we've seen so 
far We'll give you more news on this promising racer 
neKt issue. For more details on any of these games, 
call Microsoft 0345 Q02000. 
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D3D comes Qi ag? with 
Moiorcrois Madness. 



The 'il' in question je fiean OfD^'knea, 
[He oil'delayed ciriEmatic platformer 
Frorr tlie French blokes ax Amazrng 
Studios, The game, which feiis Ifie taie 
of one hay's quesilo re^ue his beioved 



pooch from *e oThei-wortdly ciuidiEs of 
The D&rk Souls, couid qull? possibly 
prove to be the most advanced 
Iraditianai platform game lo date. 
When you consider Uie ihousandB of 



frames of tJadirlonai 2D animation, pre- 
rendered backdrops, and s'ound half an 
hour of Gnemalit storytelling sequenffs 
vufiidi seamiessiy link lo the aclfon, 
you'il appreciate why Heurt OfDdrkness 



has been in production ionger than any 
other game ever 

Keep 'em peeled for iaier this year 
wJien Hesn Of D^fkoess is coughed oui 
via Ocean Software. 



Jni^ 




Can you stomach it? 

Indigestion? Use new, afl-lmproved Settlers Ul - 
with its best ever formula - to tackle those 
Intolerable gut-rot problems... 

Kang on, thrs ihouid bt about German 

de^feiopers Biue Byte Software, who've 
recentiy Bnnouncetf a scquei lo SeO/ers // - 
the aptiv titied Svttkis ill - when we were 
in fact enpecling another Sett/ersafld- 
on/cash-in next [Settlers Titanium, anyone?). 
The next instalment in this papular God-sim 
series is scheduled for a September reiease 
and wili boast new enhanced, rendered 
graphics (the screenshoB iook incredibiy 

bare, but Blue Byte tell us there's slijr ,.,.-. ^ ...., .; go mith the Interface}, on-jme ^pport with a 

dedioted UK server, and an all-new combat system. So mayb? this h'me round you'll hav? at lea^t 

a modicum of control over your troops. 

The game's mi>iture of economical, industrial and rnihtary rnanMuvrmg ha^ madt ft a 

perennially popular pansy in the overgrown garden that is the rcal-Hmc strategy gammg genre. 

One can only hope that enough hme -jnd energy i^ ^penl unipcking thp potential of the on-linp 

aspects of this game as well as keeping the lone player happy. Check www,blurbytr-coni for 

further details. 



Bricks in space 

Fans of System Three's quirky resource management game 

Camtfuctoi are likely to be both excited and bemused by news of a 
sequel. Comtructor II. as it is inevitably known, looks set to retain 
all the lelt-field humour of the original... but within a completely 
different environment - the barren plains of an alien planetoid. 
Quite how this geographical shift will affect the gameplay is 
unclear at present, although it seems likely that out and out conflict 
with a race of malevolent, xenomorphic aliens will form a large part 
of the equation, leading to plenty of thrillsome humans-wersus-Ihe- 
critters action. The overall feel is still resolutely tongue in cheek, 
with the dope-addled hippies of the original title making a welcome 
reappearance alongside ticklesome newcomers such as the Alien 
Egg, a walking embryo which impregnates its viclinns, subsequently 
causing their guts to burst open all over the carpet. More 
information a 



Jt>- 




of Turok 



Take a look at these ~~ 

hot new shots of Z 

Acclaim'sforthcoming S 

Turok 2 and be -*' 

prepared to stand 
back in amazement. 
Following on from 
where the previous 
game left off, Turok 2 
will again feature a 

roaming Indian with ETidangered ii,tfnci oi I y^ 

an arsenal of hi-tech Ughtf and you're 6tad meat, 

weaponry and a bone 

to pick with the local wildlife. 

Not expected until late on in the year. Turok 2 wilt take 
advantage of the next generation of 3D accelerator cards 
and will give the player a wider field of vision (ie less fog) 
so as not to feel as claustrophobic as in the first game. 

Hopefully we'll see a rich arsenal of new weaponry 
and more taxing puzzles than the first instalment had, 
although Acclaim have yet to confirm exactly what they 
plan to have in it. More details soon, Z 



Archer of Loaf 

Maclean develops Awesome new game. 

Oral hygiene magnate - and the man behind such classic (old) games as 

Dmpzone, IK+and Jimmy White's Snooker - l^rchei Maclean has a new company, 
modestly entitled Awesome Developments. Their first attempt to rid you of cash is 
to be called Jimmy White's 2: Cueball. 

Effectively Jimmy White's 2: Cueball is a slob 'em up simulating idle pursuits. 
Wandering around like a tool, the player can stroll between such disparate areas 
as a 19th century Edwardian games room and a 1950s American pool bar Each 
room comes equipped with a snooker or pool table, as well as an array of fully 
playable sub-games, including the original Dmpzone, and even a rudimentary 
replication of darts. Further home comforts come in the form of a remote- 
controlled TV, a programmable CD player and an adjustable fire, 
limmy While's 2: Cueball is released in September. 
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VulUutM 



Meet Marathon 

Plari^ for a 4B-haur gaming marDthon, called 
Fusion 'ge, haveiusrbEen anriOijnceC ^y ?li& 
learn that was respDniible for The Gathering 



fsee previDus report In the Chn^Trnas edlllon 
of KZone). The eveni - ihe largest LAN 
party ever neld - lakes place over the 
weekend of April 11 and 1? at The Queen '^ 
Hotel in Leeds, kicting atf at lOarii on the 



Saturday momir^g and crjntinulng non-slop 
until Sunday evpTilnf|, 

"We're yon'ia hav? around 3DQ PCi 
networked There'll be iiuge knockout one 
on-one, f/i'O-on-twa and Clan loumairicnls, 



as well a5 a Quake s^rvei running 
pennanenlly out^idij o< tournament time," 
orgEjni^er Paul Vnunger lo'd us 

More ir'Grmalior. ano regisLralion rJelaJl^ 
at http:y/fLJsian98.refllity-ji.co,uk/. 



SL1PPA(JE CENTR 

An at-a-qlance took at games witR 
changed release dates... 

Game '"- 
Daikatana (Eidos) 

Fighter Squadron (AtlivisFon) Sept 

Grand Prix Legends (Cendant) Sep 

Populous III [Bullfrog] Sep 
Sensible Soccer World Cup 98 (GT) May 

SiN {Actlvlsian) May 




Burning bright 

Top goHer Tiger Woods and sporls sim specialists EA 

Sport5 have teamed up to produce the next in the PGA Tom 
Gotf series, Tiget Woods S The PGA Tour. Promising to have a 
hand m the game's development, Woods said he was "thrilled 
to join the EA Sports team". 

Coming as it does during something of a low spot in the 
young goifer's form, expect to see his trademarl( power drives, 
distinctive celebrations and inadequate attempts at ball conltol 
faithfully reproduced in the new game. Whether his comically 
moustachioed coach will also appear is still uncertain. 

One interesting fact about the deal is that to obtain the Tiger 
Woods licence, EA had to go through footwear manufacturer 
Nike, which effectively 'owns' the young golfer. 

It's a funny old world... O 





Babylon 5-knuckle shuffle 

At last, the suspense, mystery 
and twisting storylines of 
Babylon 5 are heading to the PC. 

Cendant Software (formerly Sierra On-line UK) 

hope to complete a 3D space combat simuialion 
based on the Babylon 5 universe - complete with 
paranoid aliens, weird-looking spacecraft and 
hundreds of worlds - by the autumn. 

Reflecting the series, the single-player game 
will centre around a deviously concocted plot, 
while mulli-playEr games are planned as more of a cosmic shoot 'em up-type fracas. Needless to 
say: Origin - watch out. 

Scheduled to reach us some time in October, Babylon 5 Space Combat Simulation (Inspired name 
-fdj will blend the talents of Neltet Digital (the special effects team for the series) with Cendant's 
own in-house programming eggheads, complete with an in-game score supplied by Christopher 
Frarke (the show's music composer). 

All in all, it's a potent mix of lalent thai should be more than capable of expanding the space 
shoot 'em up genre into something more expansive and believable than it is at the moment. © 



Dominate ADF 

Qonzo indeperident programming team 

Game Tool Technologies have put together 
a handy little application for DID's news 
page-dominating F-22 ADF. Previously. 
ADFs only real flaw was that there was rio 
user-tusiomisability in the missions. Now, 
via GTT, you can download Air Combat 
Deiigner. a complete mission editor, 
completely free of charge. 
ACD lets you set up and fly your own F-22 scenarios, altering everything from 
weapon parameters to mission goals. There's also the option to jump Into the 
cockpit of something other than the F-22, but in such cases only the look of the 
plane will be changed. 

Grab the software from www.gttweb.com and get cracking, ft 




Free Incubation add-on 

Blue Byte are so pleased with the following that Incubation seems to have gathered that 

they plan to release an add-on pack of new levels in celebration, And,., and... AND... it'll be 
completely FREE inside every copy of Incubation from March onwards. 

r/ie Hidden Worlds, as it is 
to be called, will contain 
seven missions previously 
available only via the 
internet, and three brand new 
ones never before seen in the 
UK. Blue Byte are doing this 
to "demonstrate just how 
much we appreciate the 
loyalty of our customers". 

Existing Incubation owners 
who have already filled out 
their registration cards will 
qualify for a copy of the disc 
via their postal system. Now 
isn't that just dandy? Q ^^^^^^^^^^^^^^^^^HV" W?-- ~3^^H ^1 
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.^AcliViSoN 

Activision presents the new Double Vision offer 

BUY1 GET1 FREE 



"- -■>*, 
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uy any one of these great 
games_from Activision... 



] ■lS)(LvIl 



m 




^ 



... and receive an Essentia 
Collection title 




^•^mn^ ■ --■ 



B 1998 fltt<v"i^1Bn. Inc. flclitfJiiDn ii a 'tglifeitd t r-ldsffiark oi AitWliian. I"I All 'IghTi rewnili. fill rjlhj-r f f siH'iPatic^ ^nd Irade nEunt^ aie Ihe piopprMei of Ihcir '"ipcClife niMdPra. 
*OHer valid at selected stares for b limittd period only, v^hite iloik lasts. Acfivi^ian TMejves Ihe irghl to Citncel the promoTion at an/fime 

jiflihojif not! CO. 5bg store manager Tc full promotion details 



UulLctlM. 



Punk to funk 

Aci 'J [iion are puUing Llie finishing louche^ lo 
ln!prs!d!e 76: fiJitio Rkier5. As pre^'louilv 
'eporTKl, il wH ties :3ri3d:.rc .'pan^ion jack 



sel previous tolhe original game. Players will 
iscklpover 2Q new rrtnicn^ ^er acroES 1970^ 
America. As well a^ same serlaus new grooves. 
The game iaiiH also fejlurc nine neju cars and sin 
new weapons in addition lo llio^c from [he i\t^l 



game. The old grapliits have been giveji a 
serious overhaul, and we can enpEcl full 2D and 
forte- feerJbart snppail - all for undEr a cool 
£2D. Check ouE www.dCtivisiDn.com or vvJich 

outfoi a lull review nenl rnunih 



m 



Empirical 
evidence 



Empire Interactive have a lengthy list of stuff 
Dn the wav In the next few months. 




(.cfl/ Rut) dlit liilo youi tioilt iii fiilf < 

tight) 'Hex it ssx' - tiow'i Ihal for in (ip*r.iuondi irr «M nar lag linc> 



In the spring we'll see International Cricket Captain. You can 

manage a County or Test side, pick taclics, sign top overseas players 
(obviously you can only do the latter at Test levef if you control 
England), slag people off in the press before an important game 
and bring out a tedious, self-serving book about your time in charge 
when you're sacked. 

The Operational Art Of Wdr is a huge new wargame from Norm 
Koger (ex-SSI stalwart/iegend) which enables you to play through 
every major battle between 1939 and 1955. It has 12 standard 
scenarios and a map and scenario editor, and should be very good. 

Tribal Rage is Talonsoft's tartoony looking, tongue-in-cheek real- 
time strategy game set in the future, boasting LAN and Internet 
play. And later in the summer comes Apache Havoc, a gorgeous- 
looking chopper sim that lets you pit two of the nastiest combat 

helicopters around head to head. 

The hard-core sim boasts four 

huge combat ;ones, dynamic 

campaigns, "real weather", 

highly detailed terrain, and even 

some carrier-based missions. 

(That's carrier as in airciaft, not i/ . v 

Robert, cookery fans.) ^ f/J'-'l'-^ ' " '7 " i i 1 





lAbovc right) An in-gamv ihot Irom Aii.ich(.' Havoc Look out lot iiiarv 



A nation of stars 

5tar Nations, by Megamedia, could be the kind of space adventure that 

would make yoL wart to retire or a distant planet when youVe finally sick to 
death of the one you currently reside on. Such is its promise. 

[n true Elite fashion, the player will be able to rnould their destiny as either 
Enlrepreneur, Adventurer, Crusader or just plain old Administrator (Who'd want a 
bloody desk job in a game like this? - Bd), On top of this, there'll also be a 
chance to choose the 'right-wing' approach, to 
the point where whole civilisations can be led 
into galactic war with each other. 

Megamedia also tell ls that Star Nations 
will have glorious 3Dfx battle scenes, 
constantly fluctuating planet economies, and 
so many multi-player possibilities it'll make 
your brain implode. Q 



Did you know? 

~^^ Three stories from simulation and 

lipdate patch specialists DID. The 
good news is that their next flight 
sim will be a civil aviation effoft 
called X-Plane, based on a Macintosh 
title (pictured here) which they 
encountered at an American air show 
last year. The original game featured 
31 real-time satellite weather information, 
the concept were DID that they signed a 
deal with the gameTcreator to use it as the framework for their 
own title. 

The bad news is that the promised extension for F-22 ADF, Total 
Air War, now doesn't look like it's going lo be out until autumn. 

Finally, back to the good news: F-22 ADF recently scooped Best 
Simulation and Best Game prizes al the recent Milia d'Or (our 
version of the Cannes Film Festival) - a first for any simulation. 
So congratulations to them. Z 



More Worms II 



PcLTDmmFnded a cQuple of iuu» ago, Worms U is currenlly one of Uif best inullj-playert 

close-camttal acElon ijamci ivdil^blc far [he PC The game will no douDl make even more of an 
impact in April this year when Tfte f^tght Miurom - a new missinn pack fcalunog new weapons 
and tpriain and a specigf jingle-player 'advenlure' scenario - airivcs In rhc sNop^, pnced £9,99, 

The new smglc-player mode enables exploralion of side -scrolling levels [h la Super Metroid. 
and Super Contra an ihc S^JES] and will be played in real lime. There will also be a special Ninja 
Rope Arena {complete with unlimllcd use} 
fur players who mant to perfect Iheir 
swingmff skills. 

New weapons availablr Incliidr flame- 
thrower, expenmenlal laser (whieh can 
wmctirncs blow up in your facej, head-butt 
and the devastating Chinese burn. Anol^er 
aildfd bonus iauII br IKp mi^lu^ion of 
controNable vehicles sueh as lanki, jeeps, 
fjfled guns and helicopEers. 
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Road tank racing 

If a deringed gynaecDlDgiGl,''prDgramm&r 
liedden lo knock aul a game about 
women's bits, you'd no doubt raise an 



eyebrow oi two - like ive did when 
news of t^lS game first tame in. 
Naturally, il came as a disappointment 
to distovft ihsr S40 Hacing is actually 
about racing Volvos lAhem - f(fl. 



Programmed hy a splinter group from 
the talent working on Gremlrn's 
fortiicoming Maloihesd, SilO Racing 
contains ideas that were originally going 
tob€ incorpoiated inm MowAfad but 



were deemed worthy of a game of their 
own. Tliere will be a choice ol tracks 
am) built- like-tank-style cars, plus some 
sensational ipeed blur and lighting 
effects courtesy of 30 acceleralJon. 




It's gonna be big 

Unsigned CaiifDrnian 

softwaie team 
CounterActiue are 
currently developing their 
all-new, non-linear, first- 
person shoot 'em up- 
cum -role-player, Iquan. 
Tfie iquan game world 
looks set to be almost Titanic rn scope, with numerous 
campaigns, each having hetmeen five anrJ 20 missions (levels 
up to 32 million cuhic feet in size are also possible using their 
engine - didn't we say it was going to be big?). We're also 
assured thai Sqtian will contain a fully dynamic 3Dfx world 
with 24-bit colour graphics, multi-player and on-line gameplay 
support, fully interactive 3D and ultra-realistic explosions. 

Once a UK distributor has been secured for Jquan we'll bring 
you an uptlate. Until then, for more information keep an eye on 
www.counteractive.com. 




Look outr Longbow 

NnvaLagk hn^c announixd that thf dauic KdicDptf r 'aim' 
Con^onchc 3 \^ lo be icinlroduced lo itie world via Comanche Gold 
Thf CQrf or ihe game hasn't rtaMy changed, but the player has been 
prDvidfd with sfueral new environments, new campaigns, iinproveil 
wingman Al and a iworking Win 95 front end. Saflly no 3DfK or other 
accelerator card is on offer, but WovaLogic have hinted thai their 
eKfsting graphics engine is being pul down and that from now on their 
games will haue 3D support. 

The most welcome news though is that Comanche Gold will now 
be compatible wilti Ihe surprisingly encellenl Novaworld.net Internet 
gaming service. 
PrevlDusly, only F-22 
flopfof pilots have 
been able to take 
advantage oflhe 
service. Whether the 
Ivia games v-ill be 
c'os^compatiblp ur 
not has yet to be 
CGnfirmcll. 



I 



Nish, dish 
and bang 




Before rushing to buy a copy of the excellent Longbow 2, j 

fliqhl sim fans might just want to hold out and wait to see how '— 

..,.,, . , r' ■ . . Mi.ulii., w w;: i.iioiK il i.ji ML luiiti tliAl said 

Team Apache, the new chopper stm from Stmis, turns out. J" , , , . , . . j. 

'^ . ,. , . , , " Bui H ("uM have bpon flnsche InHian 

Featuring two innovative campaigns (in real lime, no less], 

Team Apache players will have to be a pretty quick, not only during the missions hut also in between them. 

Resource management also makes an appearance, as commanders will have to decide whether to rescue 

^ downed pilots or request new ones. 

PC Zone was treated to a sneak peak at how the game was coming along, and we were 

impressed not only by the graphics hut also by the beefy sounds. The game 

was made even more playable with a new 'floating trail' camera and a 

decent 3D virtual cockpit. Team Apache was due to be published by 

Eidos, but Mindscape have snatched it up and liope to have it in the shops by July, i 




Brian and Colin 

Codemasters announce a brace of sportsman- 
endorsed qames. 



Warw inks hire-bawd publishers Codemasters didn'l ha«e to look far to secure a big name 
Far tlipir cricket game, procuring the servicer of Brun Lara, caplain of the afore me ntraned countv 
Lind aiso of the West indies. Df coursi^, Ihe game's 
rteeri knoclting around for years, but Brian Laro Crlckel '98 w/ill he lis first appearance on the PC. 

'Srion torn Cricket '93 vjill feature some inspiring graphic environmrnl^ and unrivalled mechanics 
of play," said Codies Managing Direclor Nick Wheelwright. But then he's hardly likely lo say: "Don't buy 
it It's rxjbhish," ishr? 

Co/in McCfoF Rally is aiso fairly seif-eipianalory. Said Wheelwright: "As a 
motorsport rnlhusiast, I can promise thai Calm McCrae Roily w\i take its place 
as the most realistic, thrilling and nhally playable rally qame in 1998 " 

Both games are eiipecTed to arrive sometime during the summer. Q jS^^'P,' - ^^^B^H nSIL^iZi^^H^^^^^^^^^^^^^^^ ^ 




HOT 



Tracking the 

hottest qames 

and their current 

release dates 



incamiiHi (Raqe) - 

ST: First Cnntatt IMIcrnPraH) 

Unreal (GT Interactive) - 



Descent: FreeSpace llntcrpliy) 
EBT Tank (DIDt - 
Half-Life (Sierra) 
SiN lActivisign) - 



The Dark Projecl (EfllDS) 
Duke Nukem 4 Ever (GT Interaitim) 
Falcon 4.0 (HicroProse) — — — 
FIFA: Warld Cup 9B (EA Sports) - 



Btsaif II IMsnolitni 



Evolva (PsvgnosIs) 
Prey IGT Interactive) 



Championship Manager 3 (Eides) - 
Civilization III (MlcroProie) 
Daikatana (Eidos) — 
Earlhiieq e 3 (Sierra) 
Grand Prl> Legends (Siarn) 
Populous III lEA) 

Age 01 Empires IJ (Microsoft) 

Alpha Cenlaurl (EA) 

Blade (Gremlin) 

Gabriel Kniqhl III (Sierra) ' 
Settlers III (Blue Byte) — 

Carmageddon II (SCI) ■ 

Constructor II (Acclaim) 

FIGP3 (MicroProse) 

Grim Fandango (LuCBsArts) 

Messiah (Interplay) 

RPG (Gremlin) 
Ultima IX |EA] 

Anachionot (Ion Storm) - 

DiabiD II IBIIuard) 

Dungeon Keeper Z (EA) 

Total Annihilation II (GT Interactive) 



t/JUrlMWIBBBI 
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HIEH-HEALISM STRIKE F I E H T E 



■^FAISP^ 



KOllKA 



^LK^^AwX^^^K follows on from the highly 
successful and ultra realistic FA/ 1 8 Hornet and takes the 
term simulation to the extreme. With the excellent 
gameplay and exceptional realism of Hornet, Korea also 
brings with ic outstanding graphics. 



KEY I EAllIRES: 






3Dpr Screen shot 



Three theatres of operation, all featuring rolling 3D terrain and 
atmospheric effects. 

Accurate flight d/namics closely simulate the Navy and marine 
strike fighter aircraft. 

Exceptionally detailed avionics are close!/ modelled to provide accurate 
reproductions of the FA/18 Korea flight systems. 

Unique graphic engine delivers fast and smooth in-game graphics, even on an 
unaccelerated PC, 

Superior 3D graphics capabilities including Native 3Dfx Glide support for tiie 
finest accelerated 3D graphic effects available. 



For product information and availability, ciieck out our web page at; www.empire.co.uk 




I M U L A T I a IV 



European version includes an extra 18 missions 
which are not included in ihe US version. 

Advanced mission editor provides design rS 

control over all available units within the 

Korean theatre, ^■ 

Connect up to 4 computers via 
network for multiple player action. 
Includes 6 network missions designed 
to enhance multi-player pla/. 

Huge arsenal includes B-S7 
Tactical Nuke. 

Standard product includes full 
Pilot's Manual written by a former 
Marine 'Sirike-U" instructor and FA/IB 
Hornet pilot. 

New aircraft types and anti-aircraft units, including 

F- 1 4D Tomcat, B2 Spirit. Patriot, Hawk and various SA-2 variants. 

Exclusive multimedia training classroom provides over 90 minutes of 
flight combat instruction. Includes 6 training missions in scenic Hawaii 

New necwori< theatre set in Fallon, Nevada, 

Tested by Combat Pilots. 




SIMULATIONS 







r..=^ 








^ _ 
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WINDOWS 'gS/NT 4.0, 3Dfx* GRAPHICS REQUIRE 3Dfx-BASED GRAPHICS ACCELERATOR, 



interBactivi 



2?u/Zc^ui. 



A league of their own 

EA ^pDii-, w\\' iiidf- ['w Elan D' iKg 
]99fl ITS baBfbdJI season by rekasLng 
Tuple PIsy '99, ivilh play Ihfll Is Huid 



and ^penacular BfLDUgh Ui altracl bbtil 
newcomeis and enpErlenced hitteis to 
(limb on board ths baseball 
bdoawsgon There'll be slallsiics by the 
shedload; fully conliQllablB motion 



captured player; ttisTdlvE, ;lide, catch 
and even have iheir own pilcWng slylei; 
unique stadiujn real Ism; oH-ihe-wall 
throws and malch highlights. Tnple Play 
'99m\\ be relEased this spring. 




Taking the piste 




Dui the 'theeii' on thii rocer'i ant cheeks. Attention to detiiil, or what? 

Because The Forces Of Evil tell us so, snowboarding is a "cool" 

sport, Vdu neeiJ iDnly to look at snowhoarders themselues for the 
proof - those blond-haired, shade-wearing pretty boys have 
seemingly taken over from UVolf ojt of Gladiators as every 
young man's role model. 

Ocean Software are keen to explort the inexplicable 

popularity of snowboarding - and, indeed, 
-^''""-'' ^ • — skiing - with the impending release of 

Snow Racers '98. 
Though the game will feature all this year's real- 
life board and ski ranges, the 15 huge slopes are 
unflinchingly over-the-top. Near-vertical drops, 
impossible leaps and ZO of the most 
iinpfobable stunts ever seen are just part of 
the fun. The non-linear slopes also enable 
you to go off-piste, and slide wherever you 
damn well please. Snow Racers '98 looks 
set to be. as they say on the slopes, 
"gnarly, dude". ~ 



Drowned God killed Kennedy 

The moon landings *erc 

acCUdlly filmfd in N?il 
Arm^trDng'i back garden, "Rip 
Gulf War mas orche^lratcil by 
Steven Spielberg upon ihe 
behest Df Gcargc QusU. Marilv 
Monroe was murdered by Kid 
CrPDip and liis CocoriJlE,.. 
Papular cnnspiracy tkone^ all 
iif ihem, but ^mall palatQca in 
cornparison wilh the epic 
pdranoia at the hcan of 
Oi:can's DroAned God. 
According Id tbjs time anij 

dirnensiDn-Ei>a fining advi?n1urr, all of liuman history is a lie. Tflc questioD is: who DrchKlralcd 

ihc lie, and why? AniP - gue^s what - it'll he yuur job to find out. 

Dpslgnpd by the author Harry Hofst (whoever he 1^. A fncnd nf Mickey Mouh, perfiap??), 

Dfowi'cd Sud iftilf be yirning fur 'number une Wilh a magic bullet' BomeTJme real soon. © 




More Moto Racing 




R-ench adventure-pioneers Delphlne are currently 
working on Moto Racer 2, the sequel to last year's 
fun-but-dumb dirt bike racer. 

Details are pretty scarce at the moment, but PC Zone can eKclusively sssume that 
there'll be a few rem hikes, a fair number of new tracks and maybe -jUit maybe 
- a few new surprises. Tfie stiots we've seen reveal some quite imaginative design 
features, including variable weather conditions. Delphine are hoping to support 
the next generation of 3D spooge cards and have set a release date for the 
middle nftlie Slimmer. 

For more details go to http://ourworld.compuserve.com/homepages/ 
rama I /ds i_uk.htm. Q 



Flanker 
version two 



j^ 



Proving that Russian technology isn't just 

limited lo erroneous space stations. Eagle Dynamics have 
announced the sequel to the highly popular Su-27 Flanker. 
Scheduled for a November release, Su-27 Flanker v2.0vi\\\ offer 
plenty of enhancements over the first game, most notably decent 
3D-accelerated graphics. II will also boast a hyper-accurate flight 
model (that responds to the effects of mid-flight damage), an 
'intelligent' campaign model and the use of actual Russian satellite 
imagery for ultra-realistic terrain data. The usual array of 
networking and Internet options will also be on offer, including 
what's described as a unique messaging system for pilot-to-pilot 
chatter. Let's just hope it's in English this time... 
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Full-on blaster 

flawO aiound aJi engine that ^uppotb 
3Dh, 3?-bii cofDur aTid real-time 
^hddoWing and liqhtinQ, f^sven Of 



Darknea is one of a new breed of 
game^ enabling incredibly high- 
resolution Images at Incredibly ia^t 
frame rare^, H you're looking for an old- 
fa^hioned, cansole-style single-player 



blaster, then ChaallcdaJmyoii should 
look no further. TTie developnieiit teani 
champion tbeir game's single- player 
^lant too: " R^ven (otu^es mamly or> the 
single-player aspect of the action genre. 



with a more robust game design taibred 

ID meet single-ptayer needs." 
Well, that philosopliy certainlv worked 
far LucasArts' Mysteftei Of The inh {see 
review on page 72). 




The FILTH and the FURY! 

DMA Design's Grand Theft Auto has been popular with qamers everywhere - and a 
cause celebre for self-appointed moral guardians to boot. Since the game was released 
last Christmas, an unstoppable flood of outraged letters, e-mails and abusive phone calls 
has been flooding Into the Dundee developers' office. In this special report, Charlie Brooker, himself 
no stranger to protesting mail, picks out some of the jucier communications. 





' •«...-., brimstone 

I am appalled at the 
lack of respect fot 
human life shown in 
your new garre Grad 
Theft Auto \<\c]. you 
people need same 
serouii |sic] lielp. I don't 
mean to be rude or 
anyttiing of the sort, but 
tlie stuff that you have put 
in your game makes me 
sick. 
I don't care if you say it was out of humour, or 
even if you are serious, you WANT to run people 
down in your cars??? Thai's STUPID! If you know 
anything about your bible or Chritianty IsicI then you 
know that the God wants us to respect ALL human 
life. Vou are totally messed up. Don't play with 
issues like peoples' lives because you will BUftN IN 
HELL That's all I have to say to you, 

Coricerened with your beleifs [sic] 
CBsei: Would there be any point in mentioning 
that IT'S ONLY A GAME? Thought not. Good job 
abysmal ipelling and clumsy prose isn 'I a sin. 
though, eh? 

Join us.,. Join us... 
I read with growing 
concern the details of our 
awareness contained in 
your recent product. It is 
obvious you take our Guru's 
name in vain. This is merely 
innocence. If you are 
prepared to open your soul, 
you can experience the ocean 
of nectar that entwines the 
Krishna Consciousness. 
Purge yourselves. Follow the 
divine path. Recall the voidist 
items. Put your hard worii to goad use in aiding the 
transcendental movement of His Divine Grace AC 
Bhaktivedanta Swami Prabhupada, spiritual master 
of the international Society for Krishna 
Consciousness. Our Lord will aid you in your task, 

Gregory Peter Donald 
rfie fundamentalist Christians could learn 
something from this approach: disapproval, 
forgiveness and an outstretched hand - all in one 
handy and faultlessly polite package. I mean, it's 
enough to make you think twice beloie running 'em 
over. Isn't it? 



■*« 



/.- 



***•**% 



*'^»ii, 




--'■— "-WW,.,'' 





XXX sex horror 
shock 

This will be at least 
the third time I have 
mentioned the content 
of the material you 
people are producing at 
DMA Design. Previous 
times being the Lemmings 
game and after reading 
about work in progress on 
what turned out to be 
Grand Theft Auto. After the 
last time i said something, I thought you might have 
been more sensitive in what you write. 

Ttiis time I am referring to the references to 
genitals, and the briefings concerning self-abuse and 
the other numerous offensive words that are 
scattered throughout the game. I feel that this sort 
□fgameisnol appropriate. Others may disagree. 
There have already been concerns about games 
used by children. Don't 
you think that this also 
applies to you? Also, just 
because people use this 
language in real life does 
not make it compulsory here - so please be 
more careful, 

I hope you get the message of what 
I am trying to say and that I will not feel 
the need to comment on Ibis again, i would 
like to ask you to keep what you produce at DMA 
free from mention of explicit illegal sexual practices 
as normal or acceptable even in jest, and from 
mention of other sexual practices if you can possibly 
manage it. 

if you understand the principle of what I am 
saying - which i hope you will - you will also 
exclude implied seiual innuendo in your work. I'm 
sure there are plenty of other ways that you could 
try to be funny. If however, this sort of thing 
continues, I feel I will be required to make an official 
complaint to the government which I do not want 
to have to do, 

"G" 
The government, eh? He is serious. Hands up 
everyone who thinks "G " also sounds a little 
obsessed and frustrated. Listen here: it's alright, 
Gary, you can touch it if you like. We can tell you 
want to. It won't fall off or explode... and God won't 
strike you damn or put hairs on your palms. Promise. 
Incidentally, what on earth upset you about 
lemm'mqs? The lashings of in-game hard-core 
pornographic sex? 
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Och aye, during 

the war... 
ftead about your 
banned computer 
game in the paper. 
i also think that it 
deserves to be banned, 
I appreciate the jobs 
DMA brings to Dundee. 
As a senior citizen I 
haven't any interest in 
computer games, but that 
doesn't mean I don't 
approve of them. To replace the banned game, may 
I suggest a game called Got Any Gum Chum. This 
saying came out when I was a wee lassie dunng the 
war. People said that to Amencan soldiers because 
they were always chewing 'chewie', as we called it 
The idea I have in mind is instead ol dropping their 
chewie on the ground, which I think has become a 
dirty game, how about dropping it in a bin? There 
is a chewie bin outside the City Chambers - very 
inconspicuous it Is, too. 

How about adding Play The Tunle by 
disposing of chewie the Cleanie Way. 
Please do think about this idea of 
mine. I won't say what my name is, 
but all the best in the future. 
Ada MacDougal, Dundee 
further proof that hopeless but 
endearing dottiness is a veritable 
art form among little old ladies. A 
game revolving around die orderly 
disposal of chewing gum by US 
servicemen stationed in Dundee during the Second 
World War? Now there'!, an Idea with 'legs'... Q 

Note 

AN thf letters primed here ar? IDQ per cent genuinp, ditltaugli 
names have been changed Id prolect Ihe individual? invo^ved. 
II'b onl/ Fight and proper. 
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More trouble on the roads 

A new C^rmsgedilon [lone iion 
Megamedia i^ due dui Ihis sunimer. 
OuilaUiFtaceiskewisi 16 square 



kilamftrf world Itial's ramfomlv 
gdnfriled dEpending on IhE player's 
handicap The ejivironrneni will not 
DJily Inclurle beautiful scenic (idcH 
but also busy Inner-City streets. 



Multiple lanes |up to sli) mean that 
you can throw six vlciaus-lboting 
cai3 into ttie □ncoming [taffic ai 
once, so carnage shouldn't be tiard 
to come by. Irafflc lights police and 



Irtnocent Sunday drivers should 
guarantee some gleefully liateful 
tur^, and there's Ihe faGllty to sling 
up to eight dejihmslch players Into 
an arena at one lime. 





Incorporating Pte News MonHtly. 

if^ ill Gat« has been hit In the face with a pie. In a scene reminiscent Dl 
■K risiTM the Microsoft magnate came uniler attack [ram ^t least (our 
'■JF assailants wielding cream-filled pastry projectiles. The incident 
hijvened in Belgium as Gates was entering a government building, and 
appears to haye been a carefully planned ambush. The world's ricftest man 
emerged fnHn the custard oftenslve caked in cream hut ottierwise unharmed. 
One person was arrested, although the actual culprit legged it. A possible 
suspect is Belgian entertainer Noel Godin, wtio has gained notoriety by 
tossing [fles Into the faces of wetl-known celebrities, the underlying message 
being that (heplecnuldjustaseasilyheagun. 

The pastry embarrassment came only days iHcrMhnHoft made some 
headway In resolving the so-called 'hrowser wars'. Accused of monopolising 
the market - and facing a million dollars per day fine - they finally 
relinquished and agreed to allow computer manufacturers that license 
INIndows 95 to delete the offending intenwlfxpkirer. However, In the wake of 
the deal, no major manufacturers have actually taken up the option to ship 
their computers without internet Etpiorer 4 pre-installed. The issue is also 
set to re-emerge when Windows 96 arrives, as the browser will be moTB _ 
lightly integrated into the new operating system. 

t^Ore censorship news arrives from fioddflj where two politicians have 
drafted the ChlMren's PrDlectlon from VlolerKe Act. The act, co-sponsored 
by Florida State senator John Giant andState representative Barry SJiirer, 
will attempt to regulate violent game content In public places such as 
arcades by forbidding access to anyone aged under 16. II could also have 
rtpFTcussions for software retailPs, who would face problems when 
displaying games such as Ousliell<ir C^rnu^fdiMn. Vtoience is defined in the 
act as "the depletion or representation of death or severe in|ury. Including 
but not limited to: II Decapitation: 2) Ellsmemberment; 3) Repeated instances 
of bloodshedding; or i) Grotesque cruelty, In a way such that the depiction or 
representation shocks the conscience of tfie community and exceeds the 
boundaries of what should be tolerated In a civilised society". 

Which brings me neatly onto MertsI Kwnlut Having already spawned a 
dreadful animated series, a one-hit CD, a risible live event tour, a lacklustre 
toy line, a dour animated video and a brace of cheesy films, the established 
mulllate'em up is set to be converted to (he small screen in the form of a 
1 flve-acticn show. A Joint venture between Wamer Brotliets Domestk 
Televhion and New Line Television, the series will follow the adventures of 
Kung Ijo and Ws compatriots as ttiey protect the earth from other-worldy —' 
vfiialns - by kicking them hard about the face and neck and slapping them 
upside the head. Scott Carlln of Warner Brothers ttabbled: "Seyond being one 
of the most recognisable and engaging brands in entertainment, Mortal 
Hombdl'K a dazzling ylsual spectacle ideally suited to standout In the world 
of weeUy televisian." It debuts in the US in the autumn and will probably find 
its way to these chores at a later date. 

In further games/mainstream entertainment crossover madness. 
SguBresoft have enlisted the help of a special effects studio to add some 
cinematic gueiity to their foiihcamir>g RPG, Pinslte fve. Square received 
out sitte help during the production ol ftoal fantas/ Wl, but this is the first 
time they have used a US film studio. Southern Calffornia's Santa Baibara 
Studkn are best known tor their computer graphics worli in the film AnKficia 
Weremtl In Puis, and assisted Square in a complex 30-second scene 
involving litelilieanimation of a mutating rat. Ihe studio's visual effects co- 
ordinator, Diane Holland, bellowed: "This is the start of a great relationship. 
This is one of the most satisfying projects we've ever done." Yeah. 

Tim (Mn, producer of Interplay's surprisingly good RPG Fafiwt, has quit 
working on the sequel and left lo pursue his awn interests. Amid rumours of 
hair-pulling, spitting and abusive gestures. Interplay are insisting the spilt 
was amicable and that no legal action will follow. 

Now read something else- 



Point is all that you can score 

SSI's new turn-based, squad-level 

WWII combat game Soldiers Of War is 
currenily or Miridscape's schedule for an 
April release. From what we've seer so 
far, it looks a bit like X-COM meets 
Close Combat, although it's unlikely to 
proue any seriojs competilion lo either 
of those titles. 

Fifteen scenarios in one campaign, 
including D-Day, the assault on Monte 
Cassino, plus variojs commando -style 
raids in other irfamoiis locations, have 
beer promised, and there'll also be a 
mission builder hurdled with it shojid 
you feel the need to alter history 

completely Each soldier mill have up to 40 unique actions ('slit throat' has yet to be corflrmed), 
utilising over 25 Mh of animation to portray their movements. © 




Soldiers Of War. 'kiik in nuts', stick fingers in eyes' 
and other such neat actions unlikely to be included. 



All for ^ 
nothing 



In a bid to silence the critics, Derelt Smart has made the full version 

of his nine-years-ln-the-making space epic Battlecruiser 3000AD available free 
on the Internet. In a lengthy message "to fellow gamers", he openly condemns 
publishers Take 2 for releasing an unfinished version of the game, as well as 

p. 1 members of the trade press who denounced 

his ideas at the time. 

With a new 7.0 version on the horiiot), 
Smart hopes that by freely distributing a 
bug-fined first version of Battlecruiser, 
gamers can decide for themselves whether 
the next incarnation will be worth buying or 
not. The full SOMb download can be found 
via links from the Battlecruiser BOOOAD 
website at wvuw.bc30D0ad.com, Z 
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What's going on as our final 
pages hit the pnnieiE? 
Microsoft have dropped Riot: 
Mobile Armouf because of a 
"difference of opinion" 
between Monolith and 
themselves, which is strange 
considering how good the 
game is cun'ently looking, 



Monolith ate now 

looking for a new 
publisher lor the game. 
They are also likely to 
change the name of 
DireciEngine io avoid 
further conflict with big 
Bill Gates and co. 
Sensible Soccer 2000 is 
lo be renamed Sensible 

Soccer World Cup 98 and will 

linally released in June. 
KKND2\\ intact, to he 

published in the UK by 

infogrames, and not EA as we 

said last issuE (Slioot that 

News Editor - Big Ed). 
Lands Of Lore III- complete 

with a supposedly brilljanl new 

3D engine -has been 



announced as an autumn 
release from Westwood 
Studios, although we'll believe 
that when we see it, 

MGM and EA have teamed 
up to publish War Games, 
Return Fire II, Tomorrow Never 
Dies and Meeba// (the latter 
based on the cull '70s film 
starring James Caan). 

Finally, as the hilarious 
cartoon show South Park 
sweeps Amenca (anii prepares 
10 sweep Europe - watch out 
foi Channel 4 screenings in 
May), news of a game seemed 
pretty much inevitable 
Acclaim, it seems, is the 
company that has won the 
right to develop one. 
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Record-breaking acceleration for 
Windows © NT and Windows® 95 
• Phenomenal 3D FRAME RATES— suppoR. 

20 BILLION operations/second 

' Engineered for DIRECT3D— THE MOST 
widely-supported game API 

- Provides SEAMLESS UPGRADEABILITY 

to tv tuner, video capture, and dvd 
•■ Bundled with 8 hot business and gami, 
software titles, including 
iF-22'^": The Realistic Simulation of th 
F-22 Raptor and Moto Racer 




Get ready to think fast with the ultimate 2D, 3D, and 
video accelerator. Diamond Multimedia's amazing new 
fM 128-bit Viper* V330 leaves all those 64-bit cards and the 
==^ other "so called" 128-bit cards in the dust. The Viper, 
powered by NVIDIA's RIVA 128 chip, blazes through the 
most complex 2D business graphics with its huge 1,6GB per second bandwidth 
and 4MB looMHz SGRAIVI memory. And, with its explosive new 3D engine, 
it won't ever compromise screaming fast frame rates for phenomenal 
animation and visual quality. As a result, the Viper delivers stunning realism 
for your 3D business and entertainment applications. If our unofficial 
testers could talk, they'd tell you that no 
other accelerator brings together such an 
impressive combination of 2D speed and m u i i ■ m ■ d ■ a 

3D graphics. Accelerate your world. 



DIAMOND 



Actebis U.K. 

Phone 01793-890222 



CHS Electronics Pic. 

Phone 0181-490-9000 



Datrontech Pic. 

Phone 01256-360360 



Microtronica 

Phone 01189-633870 
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Hot Shots proudly presents the first ever tn-qame 
shots of Carmageddon II: Carpocalypse Now. New 
cars, new courses, new graphics - new everything.. 
On top of that: new Blood 2 in-game visuals, plus 
an update on how Ultima: Ascension Is currently 
shaping up. C''j 



Blood 2 (Monorith/GT Interacttve) 

with all the other 3D action games falling behind because of iD's 
Quake fr engine, Monolith are forging ahead with Blood 2, whiih 
was, until recently, being powered using Microsoft's DirectEngine. 

Some fans have expressed concern over the 'feel' of the game 
(the screenshols are apparently too atmospheric - whatever 
that means), but Monolith are making assurances that the 
game will still be full of cheesy references and buckets of 
claret, only this time with a more intelligent storyline. 

The chaps are keeping the finer details close to their 
chests, but when S/oorf 2 finally arriiies in the autumn 
we can expect a great-looking game that'll be just 
as much fun as the first one. Get up to date at 
www. blood2.com. 






Ultima: Ascension 
(OriQin/Electronic Arts) 

Blimey - feast your eyes on these new 
Ultimo IX shots! Origin have been keeping 
quiet about this game for a few months, 
but are now prepared to show us how it's 
coming along. Gone is the fixed perspective 
view (remember, this is the late 1990s and 
nothing but the very latest 3D engine will 
do...) and in comes a whole new system 
of exploration. 

Richard Garriot and his cohorts are 
currently pulling the new graphics code 
and level design together, sewing the whole 
thing up with a constantly evolving. Avatar- 
based storyline (a previously discussed 'party' 
system having now been dropped). Intelligent 
n on -player characters, a 'true' world physics 
model and a new magic system are all 
expected in what could turn out to be one 
of the best role-playing games of all time. 




Carmageddon II: 

Carpocalypse Now (starniess/sci) 
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Wheel Of Time (Leqend Entertainment) 

Bated on Robert Jordan's bett-selling series o4 fantasy novels. Wheel Of Time 
is currently being designed at Legend Entertainment by Glen Dahlgren. author 
of the award-winning adventure game Death Cale. It's a first-person, 3D action^ 
strategy game wrth role-playing elements, and uses Epic's Unreal engine to 
bring Jordan'^ intense fantasy world to life. 

IVJieeJ Of Time will feature 24-bit (olour, MMX-enhanced, multiple dynamic 
(and coloured) light sourcing, complex geometry, smooth character animation 
including frame 'in-betweening' (Where the computer fills the bits in between 
animation frames to make things smoother - Ed), real moving'rotating brushes, 
seamless level transition, scripted scenes and much, much more. 

In order to make sure that what goes on the screen matches his vision of the 
world, Jordan himself will be reviewing the materials Legend create. Legend are 
looking for a release early in 1999. 
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F-15 (Jane's/Electronic Arts) 

Jane's f- 15 not only contains a "groundbreaking 

flight model" based on data from the US Air 

Force, but it's also going to look rather 

snaziy as well, f-t^s "breakthrough" 

graphics engine is said to deliver "lightning -fast 

performance on a broad range of PCs". Players 

are promised amazingly realistic visual effects 

including true dynamic lighting and shading, 

real shadowing, swarms of glowing 

tracer fire, dissipating 

smoke trails, translucent 

clouds, crisp night vision, 

meticulously detailed 

abjects and geographically 

accurate terrain. Oh. and 

not to mention loads 

of lens flare (it's very 

fashionable these 

days, don't you know). 

Produced by Andy Ho I lis 

(F-15 Strike Eagle series, 

AH-64D Longbow), F-15 

is currently lined up for 

an April ship out. 
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Dark Vengeance (Reality Bytes/ 
GT interactive) 

We've heard that US developer 
Reality Bytes' action adventure 
game Dark Vengeance has 
been picked up by GT 
Interactive for a release 
later this year. 

Your challenge, as one 
of five unique characters. 
is to free your world 
from the clasp of a 
magical eclipse, beat 
back an army of Dark 
Elf forces, and end the 
bloody carnage and 
destruction which plagues 
your homeland. Bringing 
together a third-person 
perspective and state-of-the-art 
indoor/outdoor 3D worlds. Dark Vengeance 
will feature 2D missions, over 40 weapons and spells, 
'in-engine cut-scenes', and over 40 enemies to slash to bits. 
Players wiJI be able to participate in network games of up to 
32 players (cross platform - Mac and PCI - in deathmatches 
and collaborative quests). Shounds shmart. Hid 
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Welcome to PC Zon^s version of 
The Chart Show, sponsored by Our 
Price. Each month it'll feature the 
titles we think will be flyinq off the 
shelves in the cominq weeks, and 
it will also play host to exclusive 
news and competitions. 





GRAND THEFT 
AUTO 

(BMG) 
£34.99 



CHAMPIONSHIP 
MANAGER 2 97/98 

iEidos Interaclive) 
£19.99 
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ESPITE HAVING AN 18 CERTIFICATE, DUKE NUKEM HAS ENJOYED ITS 
coveted Top 10 position for many months now. However, competition 
could be on the horizon with the ar rrival of a new title, Duke Caribbean 
- in at number 10 this month. It appears that after a lew months' 
annihilation, Duke is ready tor a little R&R, Cabana girls, a beach-side 
bar and Bermuda shorts are all he needs,,. That is, until the alien scum 
drop in for a little vacation of their own. So grab the sun block, because 'fun 
In the sun' just took on a whole new meaning! 

To take part in this month's Our Price Top 10 prize giveaway, just put pen to paper, 
answer the question below and send it in to: PC Zone, Our Price Competition (62), 
Dennis Publishing Ltd, 19 Bolsower St, London W1P 7HJ. 

Our Price Question: 

WHICH FAMOUS ACTOR WAS KIUOWIU AS 'THE DUKE'? 

Ruls< and restrictions: All entries must be received by Friday 10 April 1998. No cormportdencfl virril be entered inlo^ 
Multiple entries will not be accepted. The Edilor'i decision is flrral and the winners wfit be notified by pott- All other 
u^uai [ompetitiDn ruie^ and re^trklloni ^PP^V 
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TOMB RAIDER 11 

(Eidos InteiaOive) 
£29.99 



% 



DEPTHS OF DOOM 

(One Stop) 
£16.99 



DUKE NUKEM 

(Eidos Interaclivej 
£9.99 









QUAKE II 

(Aaivision) 
£29.99 



FIFA 98: RTWC 

(EA Spans) 
£29.99 



WORMS 2 

(MkmProse) 

£29.99 



BLADE RUNNER 

(Virgin Interactive) 
£34.99 



DUKE CARIBBEAN 

(GJ Interactive) 
£16.99 
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DISCLAIMER: The Top 10 plinled li (Dned at the limeol going lopri;» but pQiilinm, lilbt and priies m^y vary IhraughuiR the month. 
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Visit the new Outwars website to download a FREE trial version at 

www.microsoft.com/uk/gameszone/ 
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SWARMS OF EXOSKELETAL ALIENS ARE RIPPING 
A MERCILESS PATH OF ANNIHILATION THROUGH 
THE GALAXY. 

Cour outposts have fallen - your dropzone just 
became the front line. Strap a Jet Pack onto your 
battle armour and select a lethal array of weaponry - 
^ou and your squad are all that stand between 
Earth and the hordes of savage alien insects. 

Dive into the action. 




■Complete your mission 

Je^ ^jjs hell out 





■ Do battle in vast 
3D worlds 

Use your Jet Pack 
or Glider to fight the 
alien Invaders 

. Advanced Alien AI 
means finding a 
winning strategy is 
vital to the war 



Choose from a huge 
arsenal of weapons 
including flame 
throwers and heat 
seeking swarm missiles 

Up to 8 players over 
LAN or on the Internet 
Gaming Zone 



vattab^e Uam: Byte, CDmet, Dljtons. Electronics Bnutlquen Game, HMV, John Lewis Partnership. PC Woild, Softwaie 
Warehouse, Staples, Tempo, Toys R Us, Virgin and other Peading retailers 

^'Ibtre [Ju yui, wdnl lu fiu luUdyV dim Mn.rUbOf( dr& rtrfiiiileied Iredftmarhs o1 Micru^oft Corporalion \n Uts US antJ/or Diner r^ounlnes 
utMars B.199e Sinfilwrac SluiJio. a GT Inleradlve Company. All Rights Resaryed, Outmar, SlnglolTBC. and the Sln^otrsc loga are 
'ademaihi of SlngleErac SludiQ, a GT tntaraclive Company. 



where do you want to go today? 
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...Braben 



Charlie Brooker has long 
considered himself a member 
of the Elite. We think of him 
more as a Virus. Which is 
probably why we asked him to 
interview David Braben. 

©N THE GOOD OLD DAYS, WHEN A 
b«t-5elling computer game could be 
knocked together in 3 Surbitor bedsit 
and consumers drooled at the prospect 
of 3 whopping 32K (that's (0 RAM 
upgrade, the most successful titles became synonymous 
with their authors. We knew who'd written what. We 
knew their names. There was Sandy White, author of 3D 
Ant Attack; there was Matthew Smith with Jet Set Willy; 
Steve Crow with Starquake; Jor Ritman with Head Over 
Heels; who could forget the leering village-butcher face 
of portly Kevin Toms, erstwhile king of Football Manager? 

And tticr there was David Braben and Ian Be!!, the Elite 
hoys. In its day, f/i'tc was a bona fide jaw-dropper: a smooth, 
engrossing polygonal 3D space adventure game which at a 
stroke fulfilled the Blake's 7 fantasies of euery lank-haired 
13-year-old boy in the land. Following their initial burst of 
success, Braben and Bell parted company, with Bell getting 
into trance, body painting and martial arts, and Braben into 
heavy all-night coding sessions. The latent fruit of his labour 
is V2000: a sequel to his popular 16-bit title Virus. PC Zone 
caught up with Braben uia the wonderful World Wide Web, 
and tossed him a few questions regarding Elite, Virus, the 
First Encounters debacle and the fundamental nature of the 
universe itself., 

PC Zone: So, V2000 is a sequel to Virus. Could you explain 
3 little about the original game for those readers who may 
never have seen it? 

David Braben: Virus started life as a game called Lander. 
which was given away with the Archimedes. I was given a 






The seminal Elite (above) 
was considered state of 
the art by gamers when it 
first emerged way back in 
the SOs, when the home 
computer was verv much 
in its infancy. 

o 



prototype machine and three months to 
come up with something to show it off 
with. In comparison with what I'd been 
used to, this was like being given an 
F-15 to go shopping with when I was 
used to a bike with a squeaky wheel. 
For someone who actually thinks 
programming is fun - maybe I don't 
get out enough - this was an 
excellent opportunity. In Lander, you 
controlled a hovering thing shaped 
a bil like a block of cheese, flying 
over a solid 3D patchwork quilt. 
It was possibly the first filled 3D 
game, so it was quite advanced 
for its time. This was very 
quickly followed up by Zorct], 
which used the 3D quilt from 
Lander but was a full game. 
with bad guys, levels and 
everything, and was the first 
game for the Archimedes, 
The idea was filled out, and 
Wrus was released for the Amiga. Atari 5T 
and PC, Later - incredibly - a guy called Steve Dunn ported 
It to the Spectrum. 

PCZ: What was the aim of the game? 
DB: lAletl, the player had to prevent aliens in various weird and 
wonderful craft from spreading a virus over this patchwork 
quilt. That was it really But I think what attracted people to 
it was the feel of the craft. It was quite graceful, but very 
hard to learn initially. People were divided into two distinct 
camps - those who loved it and those who hated it. 
Mevertheless it did well and won many awards, including 
16-bit Game of the Year 1968. 

PCZ; What are the major differences between this latest 
incarnation and the fondly remembered original? 
DB: All Chat's really carried over is the general concept and 
the feel of the craft. Obviously the graphics are very different, 
but the main difference is in the depth of the gameplay. In 
V2000, all the bad guys are creatures, ranging from little ants 
to giant pterodactyl- 1 ike dragon things, but the player also 
has people to protect These people will help the player in 
return for being rescued, which adds to the gameplay hugely 
But the monsters also want the people. 

The levels aren't laid out in the conventional manner, 
they're linked together by all sorts of hidden bits, and in many 
levels the player cannot complete it without some toy or other 
that they have earned elsewhere. 
PCZ: You're renowned for your devotion to simulating 
real-woHd physics. Are we going to see much of this kmd 
of caper in 1/2000? 

DB: Yes, 1 suppose you can go over the tap with this sort of 
stuff - I think perhaps I did with Frontier. The thing with 
Frontier is that it had many elements of a simulation. It was 
important to me to get across the sheer 5i« of the galaxy and 
of each stellar system, but this caused a lot of problems for 
the flight mechanisms. Nevertheless, I think real-world physics 
has its place; I think there is little justification for rubbish 
collision detection, or things falling at a constant speed rather 
than according to gravity A few physics bits have been 
sneaked into V2000 which I think add to the way the game 
plays. The creatures are all animated on-the-fly, so they can 
climb over obstacles, get blown up by explosion blasts and 
react to the player. It also means there's none of the 
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< restrictions where creatures orly waiii corvincirgly or flat 
areas of lardscape, as in Turok. 

PCZ: Any plans for a further entry into the Elite cation? 
DB; I would love to, but it will be a long way off. Tbere are 
many tbjngs still lel=t to do m the Bite gcrre that I would love 
to do in tbe future, and I think it could be a great game. 
PCZ: What about Elite co-author Ian Bell? Any plans to 
work with him again? 

DB: No. After Elite he got interested in other things, such as 
martial arts and getting a life! That's mostly why I ended up 
doing frontier on my own. As far as I know he still programs 
occasionally, but has done nothing commercially since Elite. 
PCZ: If for some ?any reason you had to write a porno 
version of Elite, what sort of ships would you design for it? 
DB: Eh? There would be better ways of doing a porno game. 
PCZ: First Encounter! came in for quite a bit of flak. Did 
you feel the criticism was fair, of overly harsh? What 
could have been done, either by yourself or the company 
involved, to prevent such a situation arising? 
DB: What happened with First Encounters was a real shame. I 
think the game itself had tons of really nice things in it, but 
shouldn't have been released as It was. Sadly, there's still a 
lawsuit going on, so I can't talk about it yet. 

Generally though, with games development, the time 
between beta testing and release is sometimes a fraught one. 
Some publistieis - perhaps only 
a few - have too much 
of an eye on their 
commitments to 
distributors, time 
booked at 
duplicators, 
advertising in 
the press and 
so on. and 
therefore put 
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PCZ: Have you fead A Brief History Of Time, and did you 

understand il all? 

DB: I found it a bit heavy going, but it seemed to make sense. 

PCZ; So. IS the universe ever going to implode upon itself? 

DB: Doesn't look like it, hut It depends on certain obscure 

values. There's enough doubt to allow scientists to go on 

arguing about it - and, as Douglas Adams would have it, 

appearing on chat shows - for many years yet! 

PCZ: Are There any final points you'd like to raise? 

QB: Loads, but I'll make do with one subject. Over the last few 

years there's been a bit of an 'arms race' with machine specs, 

largely triggered by the advent of hardware render cards, and I 



V2000wiU jport suitably 
lush uisuah, although 
David's keen to point 
out that it will run on 
I a modest Pentium. 

ol 



in V2000 there's none of the restrictions 
where creatures oniy waii( convincingiy on fiat 
areas of iandscape, as in Turok," David sraben 



huge pressure on 
developers. In theory, 
deciding when to publish is 
a joint decision, but in practice 
it's largely up to the publisher. I've heard of occasions when 
developers have williheld manuals or even left in banner 
screens or easy- to- re move messages to prevent release until 
a game is ready, 

PCZ: You have a keen interest in BSttonomy. Tell us one 
incredible fact about the universe. 
DB: There's detail out there at every scale we have looked at 
so far. Regardless of how far you 'zoom out', at no point does 
it become grey and uniform. From star clusters, to galaxies, to 
clusters nf galaxies... Well ( think its pretty incredible. 



think gameplay is getting forgotten. 
There's not really much excuse for 

hardware-only games. I think it's fine to get 

better visuals if you have a hardware card, 

but there's little reason - except perhaps 

laziness - to not support software rendering on 

the PC. It's keeping the PC games business In 

(he minority compared to, say, the PlayStation, 

as the cost of staying current is huge. How many 

people bought a spangly new P133 a year ago, only 

to view it as an ancient, wheezy old beast now? Mo 

other piece of domestic kit costing £1000 or more devalues 

so guickly. That's why WODOwlll support older machines 

without 3D accelerator cards. 
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Real- world physics 
feature heavily in 
every David Brdben 
game, and V^OOOwill be 
no exception. Although, 
as always, the emphasis 
will be on gameplay. 
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...it's the ONLY Thing! 

Break the speed limit! We dare you! With its three processors running in parallel, 3D Blaster" Voodoo^ delivers an 
awesome fill rate which leaves others standing. For performance, image quality and 3D gameplay, it's the fastest card 
on the planet. And if one Voodoo^ isn't enough, you can install two and double your performancel 3D Blaster Voodoo^ 
is the only 3D games accelerator hot enough to carry the official SDfx " Interactive Voodoo^ name. 

Get in the fast lane at your nearest retailer or call 01245 265265 



It's during gameplay 
that the massive 
power of the 3D 
Blaster Voodoo2 
really shows. This is 
definitely the 
smoothest Quake card 
PC Review has 
seen. "- PC Review 



for details of our exciting games bundle. Now. 



Featuras and spatdKcations 



' up to 12MB Qf ultra fast memorv for mammum performance 

• Delivers 180,000,000 texels per second 

• Up to three times the rendering rate □( original 3Dfx ' Voodoo Graphics 
Best accelerated gameE support In the industrv 



TKe Hottest Upgrades For the Coolest PC. 
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www. 5DU NDSLASTER.CaM 
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CALL OUR PRB-SALES HOTLINE 01245 26526S 



OST PEOPLE ASSOCIATE THE 
word 'rabbit' with carrots, 
I myxomatosis, Watenhip 
Down and Beatrix Potter; 
shooting them repeatedly 
isn't what usually springs to 
mind - until now. .i;.Lii:e- t^'^ui.C) checks 
out the first lagomorphk* 3D action game. 

S ALMOST ANYONE WITH A PAIR OF FULLY 
iunctioning eyeballs and a rudimentary 
knowledge of computer gaming lore will attest; 
Space Bunnies bears a passing resemblance to 
Tomb Raider, Core Design's wildly successful 
platform game. And we're not just talking about 
the general style: both games star a delettable 
piece of polygonic cheesecake, who runs around 
firing great big guns al coundess iuz^y-wuiiy 
animals. Muscling in on Lara's territory, Space 
0((nn/es'leading player is one Alli^an Huxter, 
who seems altogether more down-to- 
earth than the plummy-voiced Ms Croft; — 
she's a waitress. And she wears jeans, | 
Just like Lara, she also has an 
improbably large chest, 
a tudicrously small ^^ 
waist, and a frankly 
insulting pair of lithe, ^v 
protracted legs. She's also 
incredibly agiie - capable r 
of backflipping over a 
gaping chasm without so 
much as breaking into a sv^eat, 
or opening a carton of milk without 
spilling it down her front. In other words 
it's the sort of thing sad fanboys !ap up 
by the bucketload: even if the game 
itself (ails to fulfil its potential, 
you can bet we'll be seeing 
lame nude 'fakes' of its mam 
protagonist circulating in 
the spod newsgroups, ■' 

StitI, by all accounts 
Space Bunnies shouldn't be 
a disappointment - it promises 
lashings of real-time, edge- of- 1 he- seat 
action, spread liberally throughout i^i 

ten distinct stages. The basic ■■•- 

premise, in case you're wondering, 
involves an extraterrestrial race of rabbit-like 
alien terrors who touch down in the desert 
surrounding the conveniently-monikered town 
of Jackrabbit, New Mexico, and then proceed 
to terrify the local residents. Part of their foul 
scheme revolves around a secret 'bunnification' 
lab, wherein they mutate ordinary Earth 
creatures, such as cows, into horrifying rabbit- 
like warrior drones. Sounds unlikely, but hey, 
it's a computer game, remember? 

Visually Space Bunnies is a scream: imagine 
a whacked-out fusion of The X-Files, Invasion 
Of The Body Snatchers and Rugrats Just check 
out these streenshots for proof. If the finished 
product nips along at a decent frame rate - and 
the 3D accelerator card support will help - it 
could be in the tunning for an impromptu PC 
Zone 'Best tooliing Game of the Year' award. 

The final code should be with us any moment 
now, and as soon as we get hold of a copy, we 
promise thai we'll be writing it up in luxuriant 
detail. Until then, sit still and stop fidgeting - 
or visit developer Pulse's website (listed far 
right) and download the demo. ^ 









Space Bunnies Must Die 
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(Above) "Smell my armpit!" roared the horrific 
lagotnorphic monstrosity. (Left) The star of the 
show in just one of her favourite cDstumes. 
She's discovered hair bleach since these 
developrnent sketches, apjiarently. 
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Vee, and Indeed, huh, Allisan leaps a chasm astride 
an im probable- looking goat/rabbit hybrid thing. 



Watetsbip Down: The Apocalypse Y^rs. 
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Allison HUKter in ddssic Churlie's 
Angels leaping-away-tratn-an- 
explosion pose. 
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Publisher: lake 2 

Release Date: IBC 

Website: www.puisenetwiirk.com 
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HRI5 ANDERSON'S NEVER- 
ending search for the 
. perfect role-playing game 
takes him to Gremlin, who 
are expecting their 
forthcoming title to challenge 
Origin's position as leaders in the field. 

HERE ARE TWO KINDS OF RPG: COMMON 
ot garden top-down jsometrk affairs, 
and the more ambitious first-person variety, 
incredible as it may seem, orie company stands 
head and shoulders above all others when it 
comes to both types. I am of course referring to 
Origin, the undisputed champions of the role- 
playiig universe. Ultima Underworld h still the 
definitive first-person role-playing adventure, 
despite recent competition from Lands Of Lore 2, 
Ullinid VI, VII and VIII ail set a benchmark for 
the lop-down genre Ihflt many have tried to 
emulate, but without success. 

Gremlin intend to change all this with the 
release later this year of RPC (working title), 
a top-down role-playing game which they hope 
will take on the combined might of Ultima IX 
and Diablo 2, both of which are scheduled for 
release towards the end of the year. 

Of course, all publishers will claim their new 
titles are set to be better than everything that 
came before them, but Gremlin have very good 
reason to be confident about this one. Their 
secret weapon comes in the shape of Paul 
Green, designer and producer of the criminally 
underrated Realms Of The Haunting. ROTIfs 
hallmarks are beautiful level design, engrossing 
and addictive gameplay, and a deeply 
atmospheric game environment. PC Zone was 
given a private showing of RPG, and we can say 
with some confidence that Paul's latest project 
is shaping up to be even better than his last. 
The major thing that sets it apart from previous 
RPGs is the fully rotational 3D game engine, 
which is extremely quick and can handle large 
amounts of detail and characters on-screen. This 
not only allows for a complex game world, but 
also sets the scene for a comprehensive rogues' 
gallery of characters and potentially massive 
battles. Think along the lines of a more densely 
populated Syndicate Wars, with wizards, magic 
and monsters, and you're on the right track. 

So tt looks good, but what are the designers 
doing to ensure RPG will batter the opposition 
come the autumn? Paul is quick to 
state his case. "Well, in terms of 
gameplay, people can expect a ^H^W '■ 
sort of hybrid that takes the best ' - * 

elements of both Ultima VII and 
Diablo and drops the player into a 
totally immersive environment. 
We want the game world of 
RPG to be massive, with toads 
ot villages and towns to ' 

explore and lots of different , 

'intelligent' characters to / 

interact with. We * > 

want people to ' , ' 

completely lose y „_ 

themselves in this "C-' 

game, and make it so 
good they won't ever want to leave." 

Watch out. Lord British, there's a 
new kid on the block and he wants 
a big piece of the acbon. O 
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(working title) 



"AHhOBgh tliey are pretty empty at The 

moment, Gremlin have assured us that 
the huge levels will be packed with 
'Inlelligent' NPCs and useable items. 




Light iDurcing and proceduial texturing adds to the overall effect. 



neveTciper:'G're niti'n Tntersctive 
Publisher: Gremlin InlfMttive 
ReleBse date: Oirtotier 
Website: wwwgipmlin.co.uk 
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FOR THIS ONE YOU RRE GOING 
TO NEED R STRONGER OEFENCE 



A Sci-fi action feast set across 48 
Blockbuster levels of interplanetary 
armageddon. Strategic game play 
unfolds in a volatile 3-D universe of 
exploitation and alien culture. 
www.t3ke2europe.coni 
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The eagerly awaited new game from Edward Kilham, 

the co-Designep of X-Wing™and Tie-Fighter™ 
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S KIDS, EVERYBODV WANTED 
one. Now that long-lost 
chitdhood dream can 
finally come true - and 
you'll never need to replace 
the batteries. Jeremy Wells is 
the man at the controls. 

UST WHEN YOU THOUGHT YOU'D NEVER 
want to see another 3D racing game ewer 
again, Gremlin have come up with an □riginal 
take on the genre, incorporating elements of 
the classic Micro Machines and the age-old 
favourite Buggy Boy on the Amiga. 

'We wanted to develop a driving game 
from a new perspective," explains producer Bill 
Newsham, trying not smirk at the obvious pun, 
"and we wanted it to be very hands-on in terms 
of gameplay. You Just pick up the controller and 
away you go. And it's dead fast, just like the 
real thing." 

With the emphasis on choice and arcade 
action. Gremlin aim to include 16 different 
buggies, each with their own distinctive paint 
job and handling characteristics. "Some respond 
like drugged bison, while others flit around like 
pond skaters in a gale," maintains Bill. There 
are also plans for 15 tracks that range from 
sun-scorched beaches to subterranean grottos, 
and from woods to miniature gardens. But 
there'll be more to Buggy than just crossing 
the finishing line first: "All the tracks will be 
littered with obstacles which can be avoided 
or jumped. There will also be jumps that will 
propel the buggies high into the air, enabling 
them 10 perform stunts as well as providing a 
novel way of overtaking." 

As Bill expertly guides his mercurial buggy 
around one of the earlier tracks, it's clear that 
Buggy is not only extremely quick, but also 
quite different from any other racing game seen 
to date, in an effort to add more in the way of 
gameplay and raise the slakes as far as replay 
value is concerned, the team have included a 
number of innovative new features thai will 
challenge players and convince them to come 
back for more. "Every course witi have slalom 
gates, and the player must pass through as 
many as they can," explains Bill as he 
swerves to accelerate towards just such a 
brightly coloured gate. "The seven colours 
allocated to the gates are used to build 
sequences, and hitting gates in sequence 
will produce a variety of beneficial _ 

results - short sequences _.., 

will deliver simple 
bonuses, such as speed 
bursts, while more 
complicated /T. 

sequences will ( *> i 

give the player \- ' . 

extra abilities, like 
time stops and mega- 
grips. We're going to throw in a few 
surprises loo, of course." 

Four modes of play, including a split-screen 
option and Time Attack, add greatly to Bugg/i 
appeal, while the option of super-smooth 3D- 
accele rated graphical effects such as real-time 
light sourcing and shadows, fogging, 
translucency and new particle effects should 
make Buggy eaif on the eye. Guess we'll know 
for sure come the spring. 



All the iTBcks an littertS 
with obstacles which can be 
avoided or jumped. 




Buggy w\\\ glue you the chance to take cantrol of one 
of 16 super-compact, radio-tontrolled vehicles. Each 
possesses a distinctive paint job and its own unique 
handling characteristic (right). 





The 3D-accelerBted version is quick and will sport real- 
time light sourcing, shadows, togging, solid external 
objects, and new particle effects: you won't 
be able to see yuur liuggy for dust. 




Developer: Gremltn Interactive 
Publisher: G:emlin Inicraciivc 
Release date: May 
Website: www.qrcmlm.co.uk 
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your PC to 3D 

for only £ 49* , 



New Lower 
Price! 



Experience the outer limits of 3D gaming mith 
the neui Matrox m3D upgrade for games. 



Matrox m3D deiivers over 3D frames per secpnd 



of non-stpp, arcade-action game piay. Its extensive set pf 
3D special effects offers breathtaking, realistic graphics 
for a more immersive gaming experience. You'll be able to 
play Tomb Raider. Hexen II, LUipeoutXLj Terracide. and r cj 
other hot 3D game titles at resolutions up to ID^lj x 768 for 
superior image quality. 




LUhafs mpre. Matrox m3D comes Ultimate Race"^, MDK: 
Mission Laguna Beach^", and over 20 game demos. For only 
E 49 , Matrox m3D is the most cost-effective, full featured 3D 
upgrade for your PC. Visit our LUeb site for mofe informationi 
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Bundled 3D games included: 
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Matrox m3D 



Ideal upgrade lof P133 (or higherl PCI and RBP syBlems 
ujlth campalldle PCI slots 

LUorks Luith all 5 MB [ai morel PCI graptiits cards, 
and MalroK Mystique". Mystique 350 ", Millennium 
and (^'lillennlum II graphics boards 

PouierVR PCX3 30 conlraller uJlth 4 MS of 
50BBM memory 

3D features include perspective correct texture 
mapping, bilinear filtering. MIP mapping, fogging, 
alpha dlending, and transparencg 



01793 44 12 12 http://www.matrox.com/mga 
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WAP THE MONKEY FOR A 
pooch, reckons Chail'm 
Braok^^', and what you've 
got here is a polygonal 
Scooby Doo. And that's 
okay by him. 

COOBY DOO-. NOW THERE WAS A SHOW. 
Essentially an animaled forerunner of The 
X-Files, but with more believable storylines, 
every facet of Scooby Doo is Indelibly stairiped 
on the minds of an entire generation, Hardly 
surprising, really, with each and every episode 
being identical to the previous one. Every week, 
Scooby and Shaggy would somehow became 
separated from the main group. Every week, 
Thelma would lose her glasses, Daphne would 
get kidnapped, and Freddie would do absolutely 
nothing of interest whatsoever. And every 
week, the villain would turn out to be old Mr 
Saunders from the local garage... 

Why all this sudden nostalgia? Well, Mystery 
Club: Gruesome Castle, from Aussie game 
developers Gee Whizz (previously responsible 
for flight Of The Amazon Queen], bears a 
striking resemblance to the legendary Doo. 
right down to the 'Mystery Machine' -type 
vehicle in which its lead characters drive 
around. The biggest difference is the 
appearance of a babbling monkey in place of 
a slow-witted hound, but aside from that the 
similarities are undeniable. 

All of which might mark the game down as a 
bit of a yawner, were it not for the fact that it 
looks like it could be fantastic. The developers' 
stated aim is to blend the 3D exploration of 
Mario 64 with the adventuring fun of Zelda. 
And if the standard of the early code we've 
seen is anything to go by, they could be on to 
something - big-time. Think Little Big Adventure 
as produced by Hanna-Barbera and you've got a 
reliable handle on what we're looking at here. 

The appealing cartoon characters in these 
screenshots may look like sprites, but in tact 
they're all constructed from polygons, and 
kitted out in detailed attire to spare their 
blushes. As you can see, it all looks the part 
with some pleasantly spooky/charming 
locations, reasonable animation and multiple 
camera angles all working together to create 
an enjoyable 'toonish' playing experience. 

It's early days yet, but assuming Gee 
Whiz can iron out the minor bugs .- 

and provide some engrossing 
puzzles into the bargain, 
Mystery Club could be a 
great big walloping hit. 
Incredibly the title hasn't yet 
been signed to a publisher, 
although that situation is 
almost certain to change by | 

the time you read this. And 
who knows, once signed, maybe 
they'll phone around and try to 
secure a certain cartoon licence? 



Mystery Club: Gruesome Castle 



Eeeh, poncy lighting effects and everything. 
Don't get many of them to the doien. 
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^hrt of the action takes place in 
jome of the more squalid 
ERCtian* of London's South Bank 




TTiat Mystery Club line-up in full. 
Note the cunning monkeyldog swaj 
diversionary tactic. But we're noi 
fooled - it's bloody Scooby Doo. 
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Explore dark and scary lotations until your head falls off. 
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Developer Gee Whiz 
Publisher; TBC 
Release ilate: TBC 
Website; wtvw.geewhiz.com.aij 
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[gaasmiaB don-t have brain geus to hbilise they're Aihtt, ut alone fight, cant uhoErs 



TO DEFEND THEIR THICK HAIRY (JEAflS. CANT UHOEASTANr WI|Y THEY 88THER TO BE HONEST: IF TH 
ANY SENSE THEY WOULD HAVE THE DECENCY TO STAY STILL WllLE Y8U StiT JFHEIR THROATS. 1 ' 




BmSHJEB OONl KNOW IP YOU NOTICID. BUT 110 THESE GUY^^MELLffHEtilUtK OF EvInI 
RUDIMENTARY HYGIENE SKILLS IS MATCHED ONLY BY THEIR ARROGAHCS... MINCING AROUND IN THEIR 

V SHINY ONIFDRMS AND BRAND HEW GUNS. SPEND MOST OF THEIR T^ME FIGHTING EACH OTHER OVER MONEY. 
ANY HUMAN WILLSELL OUT HIS ENTIRE RACE FOR A HANDFUL OF.CBEDITS. THEIR OHE REDE^gjIte FEATURE 

■'r IS THEY REAUY BLEED eOOD WHEH CUT UP. ' i . ^^^ "^ 




- EWiHiaa MUST RACES DRE i>^ETtY Lof DUWN. BUT THEY ARE ALL EOUALIY UI5GUSTED AT THE FACT 
THAT SCORPS CAN'T EVEH FACE THEIR ENEMY SOUARE ON THEY HAVE TO SNEAK ABOUT UNDERGROUNU 
BEFORE THEY AUAGK. THE BEST DFUOH IS TO GAS THIS GEHETIC TRASH IN THEIR TUNNELS AHU HUPE THEY 

CAN AT LEAST FERTILISE SOMETHING HUWEUER. THEY'RE BQUHR TO FIND EVEH BEING MANURE A 

UHLE COMPLICATED FOR THEM. y-X- -, 



aaajmmssBER m i savhomahsKiiRrogaht? hothihg compares to a bendiah merc. 

GODS Gin TO THE UNIVERSE IH THEIR OPIHIOH. OVER MILLIONS OF YEARS OF HATURAL SELECTIOH AHU 
' EUGENICS HAVE PRODUCEU THE UGLIEST SONS OF BITCHES IN THE KNOWH UNIVERSE. WILL STOP AT 
« HOTHIHG TO CAPTURE. KILL AHO DUERRUH ANY SEHLEMENT UTHER THAN BEHDIAH MERC. (ALTHOUGH 
THEY'RE NOT ADVERSE TO HAVING A GO' AT THEIR OWN KIND]. "MERCY IS FOR THE WEAK " THEY SAY. WELL. 
DO THE UNIVERSE A FAVOUR WHEH YOU SEE A BEHDIAH MERC. GIVE'EM SOME OF THEIR OWN MEOICIHE, AHO 
POUHD THEM MONGRELS IHTO THE DUST. 



A TODD PORnn GAME 
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O ISBB EiOos Inraiactive LlmnBd. Dominion: Siorni over Sifi 3 is a (raaeiiark ol Ion Storm L.P All otder liadamarks ana iraOe names are prapenies ui Ihsir resoecnve iiivners 
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IHIS IS 2144, IHIS IS DOMINION STORM OVER GIFT 3... THE RACE RIOT HAS RE60N 



WITH 30 FRAMES A SECOND IN ALL 4 RESOLUTIONS, DOMINION IS 'REAL TIME' FOR ULTRA QUICK PIAY. DEHER GRAPHICS, 
SMARTER Al. FASTER SPEED, EASIER INTERFACE.. THE ULTIMATE CHALLENGE. EUERYTHIHG ELSE IH THE CATEGORY HAS BEEN 
TOTALLY ANNIHILATED. 
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With ritual substance abuse a 
central part of his life these 
days, Richie Shoemaker tries 
out some of the spice 
melange to see if it'll make 
his red eyes blue. 

©ACK IN APRIL 1993, WO THINGS 
happened that were to Irreversibly alter 
the face of computer gaming forever. 
Both events Mere understated affairs that 
barely registered as farts at the time, but 
four years down the line each has mushroomed into a 
gigantic gaming air biscuit. Often imitated (especially of 
late], neither has actually been bettered. 

But hey, instead of me gushing on about the mag which 
you are reading, let us concentrate instead on the 
phenomenon that was [and still is] Dune 2, essentially the 
first decent real-time strategy game and one of the first 
games to be reviewed by PC Zone. Dune 3 was an 
evolutionary leap onto dry land for a genre characterised by 
hexes and halitosis. Gone were the reinforcements that 
arrived in turn 13, and instead players had to create their 
own kick-ass units by collecting resources, building bases 
and defending them from relentless attack. It was Sim City 
with tanks; Utopia in real-time; a strategy/action game, no 
less. And it was fantastic. 

Wavy lines (don't do it) 

The first game was based on the film of 
the hook and was an interesting mi* 
of adventure and strategy that, 
somewhat ambitiously perhaps, 
almost managed to capture the 
pseudo-religious ambience of 
the movie. Although it was 
well received, the characters 
[as in the film) all sported 
hairstyles reminiscent of the Bay 
City Rollers. French developers 
Cryo mere responsible. Rather 
than go one better by upping 




(Left) Vou just can't keep a good worm down. In fact, 
moving your units over the open spke fields could, tike 
rain, bring them up to the surface. And they have an 
insatiable appetite for metal and human flesh, which is 
why... (Above) You have to build your base on solid 
rocky ground. 



o 



the adventure etement, new boys Westwood changed things 
somewhat. The rest is legend. But enough of the history 
lesson. We don't want to get too misty-eyed just to build up 
the fact that Dure 2000 is a remake of a four-year-old game. 
Or do we? Lewis Peterson, the game's producer, maintains 
that their make-over is still something to shout about. 

"Dune 2000 is an HTS, much like the RTSs you know and 
love, like CftC. However, it's set in the Dune universe, an 
exotic setting full of political intrigue and danger. It was s 
classic game tfiat we wanted to give devoted fans a chance 
to revisit, and give a new generation of gamers the 
opportunity to experience for the first time. The engine in 
Dune 2000 is new. It has been developed to support various 
new features that were not found in the original, It will 
contain all of the simplicity and excitement that made the 
original, CSCand fled /Iteft fun to play" 

Something borrowed... 

What will be apparent only to people who battled through 
Dune 2 are the changes made to the control system. For any 
gamer worth their salt it will be nothing new, ported as it is 
from RedAlert, but compared to the fiddly old Dune 2 
interface it should be a massive improvement. Players will be 
able to group units so that, at the press of a key hordes of 
infantry and tanks can trundle over the sand to crush the 
enemy base. Anyone with even a vague memory of Dune 2 
will remember how frustrating it was to manually select and 
direct your attack unit by unit, resulting in weak and unco- 
ordinated attacks. 

Those who already own a copy of both Dune 3 and Red 

Akrt may well ask just how different 
Dune 2000 will be from the classic 
they know and love so well. 
However, the fact that Westwood 
are updating all the old maps is 
perhaps testament to their long- 
standing playabilit/. 
"There will be nine missions for each 
of the three sides, making 
27 missions in total," says 
Lewis, "Each mission from 
the original game has 
been redesigned to take 
advantage of the new 
technology and interface used in 
Dune 2000. This should provide ^ 
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Wilhout Dune 2 there might not have been 
Command & Conquer. And if it wasn't for 
C&C, where would we be? Still dragging 
our hairy knuckles over the ground, most 
likely; still shifting small inanimate sprites 



round chicken wire maps. And where would 
us jaded computer hacks be without that 
Irreplaceable phrase of reviewers, 'the C&C 
clone'? Well it wasn't like that all the tlm^ 
you know. 
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Belease date: Jjly 




A fans of Itie original wilh a new experience, ever if they 
playetf ttirough ever/ mission in Dune 2. Our designers are 
now finishing off ttie process of creating aiternaie missions 
for fach side to add repiay value." 

The redesign has aiso prompted a new set of cut-scenes - 
those old ones wojid never do. "Ves, each House will also 
have its own set of specially shot video sequences," Lewis 
explains. "On top of that we have brought in different actors 
to play the parts of ttie mentals (advisors) for each side, as 
well as the Emperor, Bene Geserit truthsayer and a few 
others. We have also gone in and redone the artwork for 
each of the sides. This way, players can distinguish and 
really get a feel for the Houses they have chosen." 

Something new 

It's the multi-player element that Dune 7 fans have been 
crying out for ever since Command R Conquer was released. 
Before starting a campaign. I myself have often wondered 
which of the three Houses would be the best in an out and 
out fist fight, and soon we'll all be able to find out. Lewis 
has always made it clear that the emphasis will remain on 
the diversity of the infantry units. They won't be just cannon 
fodder, instead they'll be harder to hit and able to dash up 
mountain sides via predefined routes. The idea is to keep 
multi-player Dune s very different experience from Command 
S Conquer. It seems that Westwood can't stress enough how 
fresh the ideas behind Di/ne2still are: "With updated 
graphics, sound, special effects and multi-player capability, 
WE expect Dune 2000 will stand on Its own. New and old 
players alike will get another chance to conquer the desert 
planet Arrafcis." 




With all the lateit technological developments in flesh- 
searing weapon design, you can't get away from the 
fact thai every building needs a firm foundation. 
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The most important buildings will have to go through a 
few upgrades before you can churn out the top kick -ass 
units. The technology centre ii no exception. 
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When it comes to the machines with which you can wage war. Dune 2 really had some 
great ones, all of which make a welcome reappearance in '98. Expect some cool 
explosions and smoke effects to go with the death and destruction. 



TRIKE Lightly armed and 
coated with tin foil, this 
souped-up Sinclair C5 is the 
perfect scout for finding 
pockets of enemy forces and 
locating spice fields ripe for harvest. 



QUAD Equipped with two 
cannons, four wheels and a 
double'thick layer of tin foil. 
The Quad is the perfect 
support vehicle for 
beleaguered infantry. 

DEVASTATOR The 
biggest, baddest tank in 
the game - exclusive to the 
Harkonnen& and with dual- 
firing plasma cannons and 
plush leather interior 

DEVIATOR This Otdos 

cVeX lauAchef fires nerve 
> that temporartly alten 
lallqglanceofaltwho 
athe it In - a btt llk« the 
omlng after a lisrce curry, 






CAfntVALL The unarmed, 

Caryall is most useful for 

transporting harvesters to 

distant spice fields, so 

speeding up spice production. 

Perfect for those long-haul trips to Tesco's. 



HARVESTBI The spice 
hoover is the resource 
gatherer and is central to 
success. It's slow, but if you 
hope to build up a decent 
army you need a couple on the ga 





IWCV The MCV (mobile ^^. 
construction vehicle) is JH^ 
basically a bag of cement, a™"' 
crane and two fat construction 
wotlters all tolled into one, and 
enables you to start work on a second base. 

ORNITHOPTER With the 
thin atmosphere of Dune, 
Omis are the only viable 
moans o\ air attack. They're 
flimsy^ but they pack a mean 
punch agdlnsi lightly armoured units. 
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^"FANTASTIC!! 
The first five places 

are filled by five 
^ different cars. 
TerrlficP' 
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" J.' and -PlaySUlion" are BatJerrarliB Qt Sony Comquler Enlarlainment liffi ■^■' 1993 Psygnoss LImllB 

pBygnQsisandlhePsygnoBiBlOHoare^or"' and ■-■1990-a Psygnosis Lid ALL HIGhfTS HESE 
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give 

orxe of iHem a 



seeirig to! 

55 of the foulest species await you in Deathtrap Dungeon, 
Assume the role of Red Lotus or Chaindog then wade through 
gore in 20 enormous levels, overcome fiendish traps and 
avoid the bloody-death that lurks around every turn. 
You don't go empty handed; 33 weapons, spells 
and charms are there to find and use, you're 
going to need them all to get out alive! ^ 

I suppose we better not mention the T-Rex... Jr 

I I 

Multiplayer blood-fest included (PC Version) 



SPECIAL LIMITED EDITION AVAIUBLE AT LAUNCH! (PC Version) 
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It's way up there with the best 
"a challenge beyond Tomb Raider 2" 
8,5/10 Playstation Pro 
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© 1998 EJdos Interactive Limited. Deathtrap Dungeon"^ is a registered trader 
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"A half naked bird, buckets of blood and rock 

solid gamep lay... course yer gonna' like it" 

90% PlayStation Plus 



"...this game has got to be one of the best. Like a good book, 
once you've picked it up, you just can't put it down again" 

92% ULTIMATE PC 




d by Ian Livingstons and is used with pBrmiaaion. "^ " and "Play stallon" are trademarks of Sony Computer Entertainment inc. 
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Grolier Interactive are about 
to jump on to the space 
shoot 'em up bandwagon. 
Chris Anderson casts an eye 
over it and looks for stuff to 
get excited about. 

©HE LIST OF SPACE COMBAT SIMS 
available ii almost endless - Elitf, Wing 
Commander I to V. Privateer 1 and 2. X- 
Wing, I-Wor... - yet Grolier believe they 
have something new to offer the genre. Ever 
sceptical about such outrageous claims, we nonetheless 
invited them into our luxurious offices (Yeah, right - 
Ed) to demo some early code. At first glance it looked 
just like every other space shoot 'em up we've ever 
seen. It has space ships. They fly in space. They shoot 
each other. Up, And so it seemed that yet another hour 
of presentation tedium was on the cards. 

Thankfjlly, however, as we delved further inlo the game, 
we discovered a world of palitical intrigue: a 
world of alliances broken as easily as they are 
forged; a world in which Ihe future of 
markjrd depends on your abilities to, 
er, keep the peace. 

What? 

strange though It may 

sound, your initial objective 

in Xenocrocy is to ensure 

that the foui greal powers in 

tbe game universe don't smash each 

other to a bloody pulp in their attempts to 

gain control of mining colonies in the solar system. 

Earth, Mais, Mercury and Venus are the main protagonists 

throughout the proceedings. You play tile part of a m-'-^^- 

WingTouchei {yes, we know it sounds a bit camp, bal^^^fff^ 

they've still got time to change it - eh, Grolier?]. '^ ' ■ 

WingTouctiers are apparently elite members of the UPN 

peace-keeping force, and as such they are tasked with 

policing the area of conflict. 

Your rnissions will depend on what's happening in the 
game universe at the time. For example, if Mars attacks 
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The graphical effects, and in particular the explo^ionj, 
are all very pretty. 
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Venus without 
provocation, you will 
be called upon to bring 
the blighters to 
justice. However, if 
Earth and Mercury 
decide to have a 
difference of opinion at 
the same time, you will 
then have to determine 
which planet you should 
defend, based on how 
much damage each of the 
protagonists is likely to cause. 
The logic behind this is that you can't respond to every 
reguest for help, and since the general idea is to keep a 
balance of power between the warring factions, you will 
have to be clever when deciding whose hide you want to 
save. But fear not, the burden of decision will be shared 
with your commanding officers and the ambassadors of the 
planetary powers, so should you select the wrong mission 
you'll at least have someone else to point the finger at if 
everything goes pear-shaped. Fail too many missions, 
however, and the balance of power could shift to one or 
other of the factions, resulting in (shock horror) an all-out 
Solar War. The general upshot of this type of open-ended 
gameplay is thai no two missions will ever be the same - 
which we know to be a very good thing. Provided the 
missions aren't incredibly boring, of course. Which brings 
us neatly to First Impressions Corner, ■ 

Game on 

We were lucky enough to have a bash at some early 
preview code of Xenocmcy. and we're happy to report that 
it does in fact look to be an enjoyable blast-fest of 
reasonable proportions. The visuals are suitably yummy, and 
the now almost obligatory 3D acceleration support is 
present and correct, giving way to shiny coloured lights 
bouncing off highly detailed polygon ships, gorgeous 





CAC-style ground attach missions 
are a firit for this type of game. 
although the perspective'; not as 
clau strop hohic as your average 
CSCclane. obviuuily. 
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(Below) Players will be ablt to select and 
customise their own IntergalactJt spaieihlp with 
their own choice of weapons, shields, engine etc. 



textures, and of course copious 

amounts of lens flare. The combat can 

best be described as an ElitelX-Wing 

hybrid inasmuch as the colourful 

polygor ships are reminiscent of F/ite, 

and the full-on hectic combat will 

remind many of X-Wing% excellent 

galactic dogfights. Another gameplay element that Grolier 

have, er, borrowed from Elite - and indeed Wing 

Commander - is the constant appearance of space pirates 

who act as cannon fodder for bored gamers and generally 

confuse the issue at every opportunity. 

For campaign fans there are two distinctly different 
ways to play the game; Arcade mode is, as you would 
expect, an instant action blast, with your ship and weapons 
ptc-selcctcd and all political decisions taken care of. 
SimuiatlDn mode is a far greater challenge. Not only will 
your decisions influence the political and economic balance 
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Website: www.grolief.com 
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Release date: June ijflj 
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** Arcade mode is, as you'd expect, 
an instant action blast; simulation 
mode is a far greater challenge. " 



of the warring planets, but you'll also get to manage a 
research and development allocation budget, choose your 
own wingmen and weapons, and generally become much 
more involved in the great scheme of things as events in 
the game unfold. 

There is no obvious storyline to follow at the beginning 
of the game, but 6rolier have hinted at an unexpected turn 
of events later in the campaign which changes gameplay 
significantly and finally reveals your real role in protecting 
the future of mankind. 

From what we've seen so far, Xenocrocy looks set to be a 
complex and challenging space combat sim. But, as always, 
you'll have to wait until next month when we review the 
full game before we deliver our final verdict. Q 
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Xenocracy couples e/i(e-style graphics with X-tVingesque 
combat which is a good thing. Probably. 
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Huge polygon spaceships are the order of the day In 
Xeaeciacy, which is nice. 
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In the interests of total immersion and a 
belief that we really are saving Earth, and 
not just sitting in front of our PC monitors 
pressing buttons on a joystick, we need a 
plot to help our nonbelief. Xenocracy 
answers thus; the year is 10600 of the 
Common Era (whatever that is). Mankind 
has colonised space, and four superpowers 
have emerged - the Earth Dominion, the 
Mars Combine, the Venus Alliance and the 
Mercury League. All four may well have 
lived happily together were it not for the 
existence of a precious resource called 
lycosite, Lycosite is found in the outer 
colonies, and the superpowers spend their 
whole time scrapping over it. It's down to 
you. as a member of the United Planet 




Nations, to sort them all out, which sets the 
scene perfectly for many hours of intense 
intergalaciic blasting. What do you mean 
you've heard it all before? Honestly, you 
just can't please some people. 
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Jeremy Wells used to drive 
a VW Beetle that had more 
filler than metal. Virtually 
indestructible, it did to 60 
in an hour. Who better, then, 
to check out this new tank 
Sim from MicroProse? 

OVER SINCE BATTLEZONE [THE ORIGINAL 
dreads game, not Activislon's 
actio n/strategv hybrid) blasted onto the 
scene way back In the 1970s, gamers the 
world aver have been hooked on tank games. 
A decade later, when the original MI Tank Platoon 
stormed onto the scene in 1969, It set a new benchmark 
for ground war simulations, winning numerous awards 
and a place In the hearts of dynamic war game fans. 
Now, almost another decade later, MicroProse are about 
to release the sequel, with the promise that It will blast 
the opposition into oblivion. 

We first cauglit 5ight of M' Tank Platoon f/ almost s year 
ago, at E3 ir Atlanta. It was tucked away in a corner, vying 
for attention next to some alpha code of the glorious Falcon 
4.0, the licence to print morey tiial is Starship Traopers, and 
a rather different- looking X-COIWgame that we later 
discovered was to be called Interceptor, At first, we assumed 
we were iookirg at a rolling rendered sequence, something 
pretty that the artists had put together for the show. Closer 
investigation proved that what we were gawping at was, in 
fact, in-game code. It was quite a step up from the graphical 
standard of the first game, to say the least 



More recently we were given the opportunity to sit 
down in front of some beta code In the company of MTs 
original visionary and creator, Scott Spanberg, who took 
us through some of the eadier missions and explained why 
Ml Tank Platoon II mill roll over every other tank game 
developed thus far. 



'*We want the player to appreciate 
what it's like to be in the middle of 

a war zone, " - Scott spanberg, MicroProse 



From the offset, it's clear that MI Tank II Is very much a 
sIm, more akin to a modern-day flight sIm than something 
like NovaLogic's^miorerffjstJ/. "We wanted to recreate 
the modern battlefield in exacting detail," explains Scott. 
"We've managed to reconstruct the Ml A2 with breathtaking 
accuracy, and applied the same levels of detail to other 
vehicles and the terrain. We want the player to appreciate 
exactly what it's like to be In the middle of a war zone." 
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The developers have tried to 
ensure that there's always a lot 
happening on the battlefield. 

o 
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PJayers will be able la call in 
air support ta break down the 
enemy, and then send in the 
infantry to clean things up. 
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From what we've seen so far, graphically M^ Tank II will 
rot disappnint, as long as the now prEfcqjisitc 3Dfx card is 
in evidence. That said, Scott is keen to point out that unlike 
same other graphically charged pixel-fests, MI Tank It will 
not be what we call at Zone a 'fur coat, no knickers' 
experience. The idea is to create a campaign world that is 
fully active and reactive to the player's actions. "As the player 
attacks and destroys enemy targets, their effects or future 
actions will be taken into account, just as it would in a real 
campaign," claims Scott. "Also, the active world is not just 
limited to the player's actions. Targets will also be destroyed 
by opposmg units, and some of them will have the ability to 
repair themselves if they're not fully destroyed, 

"Our ultimate aim is to create 
a dynamic environment that 
encourages the player to feel 
like he's actually taking part in an 
ongoing war effort. What he does, 
the decisions he makes and how 
successful he is will affect the course 
of future missions and ultimately 
the whole campaign." 

Design-u-like 

While the campaign mode promises to be a bit special, the 
single-battle mode looks to be just as immersive. Players will 
be able to select to fight randomly generated battles against 
front-line Russian forces, or opt to engage the enemy in pre- 
built missions based on battles fought in the Gulf War or 
Nato-Warsaw Pact confrontations. There will also be a Battle 
Builder mode that will enable players to construct and design 
their own battles, with several campaign areas to choose 
from, including North Africa, Ukraine, the Far East and Korea. 
Each area will be faithfully recreated in glorious 3D, and 




players will be encouraged to use 
the terrain and natural features, 
such as trees, for cover. 
Scott's also veiy proud of what the 
team have accomplished with the 
game's artificial intelligence. "Success on the 
battlefield depends on constant reassessment of a situation 
and a measured reaction to the enemy's action. Players will 
need to communicate new ordets to different units and be 
assured that they'll respond in the correct manner," he say;. 
"This means the Al has to be really competent, or the whole 
thing just falls apart. The player's got to he able to rely on his 
units to follow orders, although sometimes mistakes will be 
made just to keep the whole thing realistic." 

You're under orders 

As the commander, players will be able to send detailed 
orders to each platoon or to individual tanks, and instruct 
them when to hold position, evade or engage the enemy, 
change formation, and call in ait support in 
the shape of A-IOs or combat 
helicopters. In an attempt to encourage 
the player to look at their war effort on a 
grander scale, units will actually improve 
with the more action they see, while 
vehicles that are damaged will need 
repairing befote they can be used for 
further missions. 

If you're thinking it could get rathei 
complicated and messy, you'll be pleased 
to hear that a training mode will be included 
where players can learn to control an M1 A2, shoot properly, 
develop tactics, etc. There will also be a rather flash 
multimedia bit that you can delve into to get information on 
the numerous vehicles and weapons featured in the game. 

All this, along with multi-player support over a LAN or via 
the Internet, and Scott's assurance that it's going to be the 
"best tank sim ever", should be enough to convince fans of 
the original and lank fans that MJ Tank Platoon II will be 
more than worth a look when it's released later this year. 



Release date: May 




As commander, you will be able to 
co-ordinate your attack and leap 
straight back into the thick of the 
action to kick some ass. 
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Players will have to ute the terrain 
as cover and plan their assaults 
with care to succeed. 



o 




(Above) When bored, Malcolm loved waEting shells on 
the local wildlife, {Right} The potential for multi-player 
fun is quite huge thanks to fhie-player LAN support. 
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S WE WRITE, ITS MARCH; AS YOU READ, IT'S MARCH, BUT ON 
the cover of the magazine it says April - so anything can, and 
often does, happen in the hilarious world of magazine April 
Fool japery. Yes, it's time to admit that we've duped you. We've 
fibbed. We've fabricated. We've lied.^aw 
In Bulletin this month comes news of aflBftiat doesn't actually 
EKJst. We created it to fool you. It might looK^nvineing, but there 
are subtle clues that give the game away. What we want you to tell us is 
which story it Is. Cast your mind back. Think to yourself: am I really that 
gullible? Can I spot it? 

Of course, it's all a bit of fun, innit? And there's gold at the end of the trail 
for a few lucky PC Zone readers. The one person who tells us which news 
story is bogus (and makes us laugh the hardest with their completed tie- 
breaker) will win a top-of- the -range, customised Worms /IPC. Unfortunately 
for you though, the last laugh is on us - cos the PC is bright pink! So laughs 
all round, then? Must be April... 
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FIRST PRIZE 

Customised ATX Midi Tower with an Intel P20a MMX on a QDI motherboard, 
J2Mb RAM, 4Mb Matrox Righteous 3D accelerator card, 15-inch monitor, Zfl- 
speed CD-R0IV1 drive, 2.5 Gig hard drive, AWEG4 sound card, Windows 35 and 
some big speakers. This comes complete with a copy of Worms II, plus a 
T-shirt and some other Warnn II goodies. 

Ten runner-up prize-winners will get a copy af Warms II plus a T-shirt. 
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The title af aur April Fool news story is 

And it can be fourid an page 

Complete this tie-breaker in ro more than fifty words: 



When I show this new (bright pink) PC Id my friends, they will... 



Name: 
Address: 



Either cut out this farm or photocopy it, and send it to: I've been April 
Fooled, PC Zone, CPCZ84A, Customer Interface, Bradley Pavilions, Bradley 
Stoke North, Bristol BS12 0BQ 



RliIh: AHenlrie^cohe jeceivedby 2DApriM9?8. NofDite^pondwce wlliheefitetedmto. TlieHliloi'5 
ded'^inn isfinfl! One enlrv ppr household. Repeal enlries wUI bebfnned. riojeuns. NolraineR. 



A pink PC and 




goodies! 
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It's 

time 

to live 

again 



"QUAKE IS 

THE BIGGEST, 

BADDEST, 

BLOODIEST 
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The Lionhead Diaries: Part 3 

The Olympic Games 



Greeting visitors, 
quaffing champagne 
and cracking code- 
speak. It's all in a 
day's work for Steve 

O Jackson. 
HE WORD WAS SPREADING. THOUGH 
Lionhead had barely got underway, there 
had already been plenty of interest in what 
we were up to. Within the first month we'd 
been visited by several development teams 
offering game designs, and some of the major players in 
the Industry, including Sega, Eidos, Nintendo, GTI and 
Lego, had already called up to arrange meetings. 

Ore lunchtime, a dosen executives fram a major Japanese 
cansolc manufacturer arrived in a bus to visit Lionhead's 
temporary office in Peter's house. Greeting them at the door, 
I ushered them to the patio outside and rushed back in to tell 
the others. Bewilderment. No one knew anything about the 
meetirgi Peter was despatched to tactfully find out why 




(Above) Demis proudly displays 
his bevelled box routine. 
(Below) Artist Mark reveals his 
favourite games character. 
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The rest of us agreed to offer Peter 
15 Lionhead Olympics points if he 
could score with *Lara\ 
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they'd come. Apparently they'd arrived to present plans for 
their next-generation console. Someone somewhere had gat 
the dates mixed up. 

But however flattering these approaches might have been, 
our first game was already committed. At the end of July 
we'd signed a one-game contract with Electronic Arts. The 
negntiations had been tcugh, with three-hour video 
canferences, and phones slammed down on at least a couple 
of occasions; our own legal bill had run to over ESO.OOO. But 
in the end it was a deal we were happy with. Quite apart 
from the Bullfrog connection, EA are the largest PC games 
publisher in the world. And from their point of view, Peter 
had remained within the EA stable. 

Originally we'd planned that Lionhead would make their 
first public appearance in May at the E3 trade show in 
Atlanta, but at that time the EA contract was still not signed. 
Peter was effectively still an EA employee. Thus there was the 
prospect of us attending E3 but not being able to say 
anything about Lionhead! It would all have been pointless. 
Consequently the E3 arrangements were cancelled at the last 
minute, leaving us with DOOO in bills to pay. 

Our debut was postponed until September - the European 
Computer Trade Show in London, PR agent Cathy Campos 
had arranged a full ECTS appointment diary. Everyone, it 




(Top) Steve's a bit confused by the 
Blacli And White design meeting. 
(Above) Cathy Campos persuades 
Peter not to reveal anything. 
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seemed, wanted to know about Lionhead. From 10am to 4pm 
each day, journalists from most of the rnajor European 
magazines arrived every half-hour at the company's suite in 
the Hilton hotel. Peter did most of the talking, and over the 
three days of the show he managed to tell the same story to 
30 01 so different journalists. His natural enthusiasm was 
truly remarkable. As each visitor received the Lionhead spiel, 
Peter could have been relating the story for the first time. 

These trade shows are also memorable for their parties. At 
the Eidos party at the Royal College of Art champagne was 
flowing all night in the VIP room, Peter split his time between 
talking to the president of FA Japan anrl chatting up the 
voluptuous Rhona Mitra (the 'real' Lara Croft), The rest of us 
agreed to offer him 15 Lionhead Olympics points if he could 
score with 'Lara' - with the condition that he obtained 
photographic evidence. Despite the generous reward on offer 
- LH Olympics points are more valuable than gold - Peter 
hasn't managed to claim his prize. Yet,, 

On the Sunday night ten of us attended the ECTS Awards 
dinner at the Royal Lancaster Hotel. Though the food was 
mediocre, the people on the Lionhead table amused 
themselves by predicting the award winners - with Points to 
Count, of course, Mark Healey, our new artist, won easily. 
He'd simply bet on Tomb Raider to win everything. The victory 
placed him top of the new Lionhead Olympics League Table. 

The League Table is now entrenched as a vital pait of 
Lionhead culture. Everyone here is a games player, and the 
results of any game we play - which is agreed in advance as 
Points to Count - get entered. Boafd games, croquet Fantasy 
Football, pinball, pool, squash... You name it, we'll play it, so 
long as it's Points to Count. 

But Lionheail isn't all fun and games. There was some 
serious work getting done too. By now the groundwork for 
the project was beginning to take shape, Peter was making 
good progress with the 'test-bed' framework. His plan was to 
have a workable version of the game (a test-bed] which we 
can all use to test the gameplay at an early stage. Mark was 
completing his work on the in-game de-bugging routines, 
Tim had the libraries and tools sorted out, and Demis's teal 
physics engine could now draw a bevelled box [a 3D box with 
angled sides. Standard Windows 95 buttons are supposed to 
look like bevelled boxes]. Now, to me, creating a bevelled box 
and moving it sideways across the screen seemed no great 
feat But the coders had apparently had a competition to see 
who could create the best bevelled box, anyway, the others 
seemed genuinely in awe of Demis's achievement. 

Gradually I was getting used to the mumbo-jumbo of 
code-speak: "Once I've got a gooey (actually a 'GUI' - 
graphical user interface; not something from your nose), I 
can attach my function calls"; or "Thank God for the comma- 
space, that's all I can say"; or "Let's do away with round 
brackets entirely".,. All these topics seemed incredibly 
important to everyone. Sure, standards needed to be set so 
that everyone's code would work with everyone else's. But I 
avoided standards meetings like the plague. Something quite 
simple, like where spaces would appear in the code, prompted 
long and heated debates. 

Stuff like this makes Lionhead a unique place to work. 
Little games and pranks permeate into even the serious side 
of the business. Everything was going well. Until our first 
virus arrived... @ 

Co-founder of Oame^ Workshop, author nf Fighting Fantasy 
Gamsbootcs. game desigFitr and cDlumii^t for the Ooity Telegmph, 
Steve Jadmjn \i now a director of <tart-up Uonbead. 
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'...two wheel high speed racing action at Its very best* [^ 
^..the most convincing arcade-like experience so far' 
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Your eyeballs spin, your sinews ache. The last 
contact you had with your stomach was 15 
laps ago. Arcade quality motorcycle racing is 
about to hit the PC. It's a near death experience. 
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When it comes to customer 
care, most companies have a 
number you can call for help, 
but just how good are they at 
dealing with irate callers? Our 
resident schizophrenic Charlie 
Brooker rang four of the best 
and gave 'em hell to see how 
_ they'd respond. 

^^^^^a E'VE ALL BEEN THERE; YOU'VE JUST 
^M 'A ^H bought a brand new game. You've tun 
^^^^^^V home from the shops like Billy Whizz 
^^^^^^ on steroids at a track meet... only to 
find that the damn thing just won't work. 
No matter what you try, rt stubbornly refuses to 'go'. 
Arrrghl So what do you do now? 

Tlie sensible answer, of course, is to call the software 
company who published the game. Most software houses 
have a pool of phone -friendly experts who'll try to lead yoL 
gently by the hand towards a workable solution. Since they 
know the game in question inside-out, they're likely to be 
able to solve yojr problem in minjles - most of the time, 
the solution is glaringly obvious (to the experts, at least). 

That said, every month we receive numerous letters and 
e-mails frorn disgruntled readers who have rung software 
companies with complaints or technical problems, only to be 
fobbed off by some clueless idiot on the other end of the line. 
We thought we'd check out just how bad they really are, and 
at the same time give 'em hell to avenge all those frustrated 
callers who'd rung in vain. Of course, the demeanour of the 
calling customer greatly affects their ability to perform. Which 
is why we decided to put a few of the more reputable 
companies to the test. Adopting a variety of guises, we (well, 
okay, fl rang up a selection of technical support lines and tried 
valiantly to make life hell for the guy on the other end of the 
phone Edited versions of the transcripts are laid out across 
these pages; to savour their full aroma, check out the audio 
files on one of this month's CD Zone. 



Call #1: Virgin 
Interactive Entertainment 

TJie first call of the day, and we adopt 

the guise of 'Shirty', an aggressive, 

ignorant thug who doesn't know 

the first thing about computers. 

The 'fault', needless to say, is 

completely fictional... 

Shirty: 'Ello7 I got a game ttaX don't 

work. If s Jedi Knight. I bought it for 

me boy and it don't work. 

Virgin interactive Entertainment: 

fiighl. Are you in front of your machine? 

S:No. 

VIE: Well, what wed need to do is to have 

a look at your DirectX drivers, make sure 

they're all certified. 

S: 'Ow do I know If I've got that 

then? 

VIE: Because we will talk you through it. 

I will talk you through what you need to 

do to establish thai. 

S: Is it a bit like that film where 

that stewardess is tryir>g to land 

the plane? 

VIE: (Long pause) Ys3h. Well... 1... 

I... we... (PausejYeah. 

S: What time do you close? 

VIE: Five o'clock. 

S; (Exasperated) Nah. Y'see, I 

can't get home before then. 

VIE; How old is your son? 

Could he ring us when he 

gets in from school? As long 

as he's sitting in front of his 

machine and explains that 

he's got a problem with 

Jedi Knight, we will talk 

him through what he 

needs to do. 

S; You won't upset him 

or nuffin? 

VIE: Why would we upset him? 

S: Well, you've been a bit 
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confrontational 
wrth me. 

VIE: How 
have I been 
confrontatjonal? 
S: You raised your 
voice. Above the 
norm. 

VIE: I'm sorry,,, that's just 
the way my voice is. No, I haven't 
raised tny voice above the norm. 
S: There was a slight inflection. 
VIE: I don't feel I've spoken to you any differently than 
I've spoken to anyone else today, but no, v^e v^on't upset 
your son, don't worry, 
S: Right 'cos lie cries easily. 

VIE: All he has to do is ring us, okay, and say that he's having 
a problem, and we will talk him through, 
S: You won't shout at him or nuffln? 
VIE: Nn, we won't shout at him or anything. 
S: (Angrily) I don't like it when people shout at my boy. 
VIE: No.,, but.,, we,., we're hereto Mp you. We're not here 
to cause any problems, 

S: You won't threaten him, or shout at hImT 
VIE: I haven'tthreateredyoi/or shoLtedat you. 
S: Hah, I know you 'aven't, but he's me boy, and he 
sometimes gets carried away and screams. 
VIE: We don't threaten anybody. That's not what v^e're here 
for. If I threatened anybody I'd be sacked. My supervisor's 
actually sitting tvi/o yards away from me, I physically couldn't 
shout without him intervening. 
S: You could call him over. 
VIE: What? Sorry? 

S: You could call your supervisor over and shout together 
- combined. IWo voices shouting into my son's ear. Into 
his head and his brain. 

VIE: (Bewildered) Wh/l Whyv/ou\d we do that? You have my 
word. We will not shout at your son, and the two of us will not 
gang up and shout at hirti. 

S: But uAat If he starts shouting? He does sometimes 
dotfiat 

VIE: (Long pause) Urn, Well, obviously, urn, we need someone 
in front of the computer to, jm.,. 
S: Flng Is, the phone's downstairs and the computes 
upstairs. He'll have to keep running up and down the 
stairs. So he'll have to shout - so that you can hear him. 
VIE: Right then we'll understand that,,, 
S: If he puts you on the phone speaker, will you shout 
at him so he can hear you upstairs? 
VIE: If that's what he wants us to do, yes, 
S: You iW// shout at my son? 
VIE: (Exasperated sigh) Uo, no, We,,, Look, You 
5ay if he puts tiie phone on the speaker, would 
we shout to be heard? No, All I'll do is talk at the 
normal voice that I'm talking to you in now. You 
have my word for it. What I'll do is make sjre that 
everyone here knows that he's going to call, and 
that they'll treat him correctly, 
5; No shoutin' at him? 
VIE: No shouting, 
S: Unless he asks. 
VIE: Yep, 
S: Right. Could you write that down and put it up on 
the wall tiiere? 
VIE: Ves. 
S: In red? 
VIE: Ves. 

S: In pretty tBKtt 
VIE: Yeah, 

5: And draw a snotmian under it? 
VIE: Why would,,, {Sighs) loo\i. We'll make sure no one 
shouts atyojr son. 
S: Mud) obliged. ^ 
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■4 VIE: Okay then. 
S: I love you. 
VIE: Okay then. Goodbye. 
S:Bye. 

VERDICT: 10 OUT OF 10 

Consistently helpful, despite escalating weirdness 
on our part, the man from Virgin deserves a 
medal for his relentless patience. He nas also 
utterly polite throughout the contfersatlon, and 
didn't get riled even once. Hey, Virgin - go and 
give this man a hefty pay rise, we say. He's a 
credit to youc company. 

Call #2: Activision 

Another job tor 'Shirty', who by now 

has plucked up enough courage to start 

indulging in 'blue' language. Again, the 

'fault' is entirely imaginary. . . 

Shirty: 'Ello. If I've got a problem with 

Quake II. Do I call you about it? 

Activision: If you've got a problem getting 

the game running, yeah. What's the problem? 

S: Well, tike you said. I can't get if running. 

It goes to start and the Intro comes up and 

that and then it all flickers and goes back to 

Windows, frankly, I'm well pissed off about it 

Y'know, I spent about 30 quid on this thing and 

it don't work. 

A: Right, Okay. You might have to do a few 

alterations to get it running. Have you gat your system 

in front of yoj? 

S: No, but I can tell you what It Is. Ifs a Pentium 

166, yeah, ifs got 1000 megabytes of RAM... 

A: Thal'5 hard disk space. 

S: Nah, ifs RAM. They said H was lOOO 

megabytes of RAM. fhe hard disk's 32. 

A: Who 5aiif it mas that? Whoever told you thai got 

it the v^rorg way tojnd. The RAM is 32 and the hard 

disk is the... 

S: Look, I don't give a **** about 

the details. Frankly, I just want to 

get the game running, mate. 

A: Alright, sure. So I take it the 

machine's at home and you're 

at worl(? Right, lust write this 

down tor a second. Have you 

got a pen and paper? 

S: (Impatiently) 

Well, yeah. 

A:OI<ay... 

Click on 'Start'... 

5: What, now? 

A: No, no. When 

you get home. Click 

on 'Start', then dick 

on 'Find', then 'Files 

or Folders'... 

S: Which one? Files 

or Folders? 

A: Well, it just says 'Files or 

Folders'. It's just the one icon. 

S: Veah, but which one? 

A: You don't get an option. 

S: Well why are you 

telling me to do it If 

there's no option? 

A: No, look. Basically 

there's an icon there called 

'Files or Folders'. You click 

on Ihal and it gives you 

the option to,,. 



S: OhI I get It So it's only one thing that you 
click on, yeah? Sorry, mate. You must think I'm 
aright*"*. 

A: (Pause) So when you click or that, it asks you 

for something to look far, and you type in 'DXSETUP' 

and then press 'Return', That will bring up a little icon. 

Click on that and it'll take you into your subsystem, 

S: Whafs that? 

A: Urn,,, it's basically something that urn,,, which vjill 

show you whether your drivers afe.,. 

S: (Very impatiently) MnqM, alright Just tell me 

how to make it work. 

A: Okav-,. When you double-dick 



S: I don't know. I think the bloke who had the 
computer before me might have been. He don't 
know I've got his computer, basically. D'you know 
what I'm sayin'? 

A: Does it run on anyone else's machine? 

S: Yeah, Ifs nothing wrong with the CD. I'm not 

stupid. Do you think I'm stupid? 

A: Well, no. You've bought a product and you expect 

it to work, I can appreciate that, 

S: Don't you think it should be sorted out before I 

lay out the money for it? ff I'd laid out the money 

for it, which I didn't 
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□n that, when it brings up your subsystem.., 
S:Ohfof '*'*'sMkfll 
A: What's the matter? 

S: Well, I've dished out 30 qitl<t for thi]^ and now 
I've got to faff around on the phone, I've got to 
write down instructions and go off and carry 
them out... It's like being in the ••*•*•• army. 
When I buy something for the Super Nintertdo 
fing, I just stick it in and it comes up on the 
telly and everything... 
A: Well that's because Nintendo games are 
slightly less advanced than PC games, and 
you might have to do a bit of tinkering around, 
^-.Oikfahilidah. 
A: At the end of the day, I'm just telling you 
what to do, 
S: Alright. I'm sorry, mate. Ifs just that 
I got this for me boy's birthday and 
now it don't work. You can imagine 
the poor bastard. He can't play 
his game. Ar>d I'm no computer 
expert Tell you the truth, ifs 
not really my computer. Know 
what I'm sayin'7 

A: I appreciate it, because 
I've got the same 
problems.., 
S: Well why are 
you working there, 
^en? You should 
be out tilling 
the fields or 
something. 
A: Well, you 
just have to fin them. 
You'll have to see if your 
DirectX drivers are certified, 
S: And if they aren't? 
A: You'll have to get hold of 
these little pieces of software. Are 
you connected to the Internet? 



Frankly, I thieved it. But K 
I had laid out money for it I'd be really annoyed. 
As it is I'm mildly tickled, you know? 
A: Yeah, well.., what can I say? 
S: I don't know. What do you want to say? 
A: Well, what's done i5 done, 
S: Yeah? Sorry, hold on... Whafs done is done, 
he said yesterday.' 
A: Who said that? 

S: You did. Just then. 'What's done is done, he 
said yesterday', beneath your photograph, yeah? 
Thaf 5 our caption. 

A: Eh? I don't get what you're going on about, 
S: S'alrlght. Don't matter. Anyway, if I do all 
that stuff you said, ff II work, yeah? Thafs great 
Inntt? If I want to write a letter and complain, 
who's the ***' in charge? 
A: The company in charge? Well, complaints are sent 
to iD Software. They're accessible through e-mail. 
S: What the ****7I 'Accessible through e-mail'? 
You might as well tell me to send a **•*•*• 
earner p/geon or somethlngi Whafs 'accessible 
through e-mail'? 
A: The complaints department, 
S: Well thafs my first complaint. How come 
they're accessible through e-mail when I don't 
know what that means! Can't I just speak to 
them, man to man? Is there somewhere I can 
walk in and I get some **** behind a desk and 
I can just "*•*** speak to him? 
A: Er, no, basically, 

S: Well where is this 'ID' place, then? 
A: In America. 

S: Oh for ""'$ sake\ So I've got to go all the 
way to America if I ain't got this e-mail thing? 
Why don't I just send 'em a postcard, saying: 
'Here I am in Britain, having bought your game, 
ripped off, wish you were here, signed some 
*****•• poor old sod'? 
A; Well, it'd be quite a laugh, yeah, 
S: If I thieve another computer, d'you redcon 
I could get it working? 




A; If yoj nick another computei? 

5: That's wtiat I said. 

(Lengthy, uncomfortable silence. ..) 

S: Alright, mate. Well, look, I'll call these 

ID people and tell 'em I ipoke to you. 

A: Can I take your number? 

5: My number? 

A: Yeah, just so I can log the call, 

S: Nah. Bye. 

VERDICT: 10 OUT OF 10 

Again, an incredibly helpful man with the 
patience of a saint. Despite facing a barrage 
of offensive language, the guy from Act i vis ion 
was prepared to help us out to the last... until 
we started going on about stolen computers, 
that is. Give that man more money, say we. 



Call #3: Eidos Interactive 

Aha. Time ta change tack a little. For Eidos 

Interactive, we decided to transform into 

'Flirty', a posh-sounding chap with an entirely 

provocative demeanour... 

Flirty; Hello. I've got a problem with Tomb Raider 

II. I get up to the level with the Opera House, and 

Lara jumps In 0)e air and the screen corrupts. 

Eidos: I haven't seer this happen. Urn... is it any 

particular place in the Opera House? 

F: Well, there's some sandbags that fall down... 

E: What sort of system are you running on? 

F: Ifs a Pentium 166, with 32 megabytes of RAM 

and a BDfx card. I haven't had problems with 

anything else. 



E: Right. . . 

F; She turns green. Green about the gills, 
you might say. She looks most sickly. 
E: Yeah. What video mode are you njnning in? 
F: Full-screeti, IDh. 
E: Have you got the computer there? 
F: I don't no. 
E: Right. Well, this is not a known problem. 
What we're going to have to do is try and suss 
out exadly what's causing it from scratch... 
^\ F: Whereabouts are you based? 

E: Birmingham 

F: If P was to drh/e up there^ 
maybe tonight, could I 
come and meet youT 
E: It, er... 
F: You, In person? 
E: It, er, wouldn't 
be possible, I'm 
afraid. We wouldn't 
be covered for that 
sort of thing it 
anything was 
to happen. 
F:What? 
E: With the 
actual system. 
F: Oh, I thought 
you meant anything 
untoward. Between the 
two of us. 
E: No, |usl anything with the 
'Jfi^'"' system itself,,, 
*' F: Well, you could come down 

here. I've got a spare room... 
E: Erm, that wouldn't really be possible, I'm 
afraid. What we could maybe do,,. What video 
hardware do you have there? if we could get the 
full specifications,., 
F: Do you go dancing? 
E: No. , . If you could find out the make of the 
video card,., 

F: well, Ifs a Matrox something or other. 
A IMIIIennlum, or... Whafs the other one? 
E: Mystique, 

F: You've got a touch of 'mystique' about 
you, If you don't mind me saying. 
E: Er, okay.,,. What we need to do is get the 
full specifications... 

F: Full specifications. {Pause) I wonder 
what your 'specifications' are... 
E: Veah. Just the lull specs of the machine. 
F: Okay, and maybe If i phone later - Ifs 
probably not possible tonight, but maybe 
I could come up next week and we could all 
go dancing. 

E: No, that wouldn't be possible, I'm afraid, 
F: We could strip to the waist and 
spray water across each 
other's chests. 
E: Is this a prank call? 
F: No. (Long pause) 
Anyway... if I phone 
back with the 
specifications... 
E: (Pause) Yeah, 
F: (Slowly and 
deliberately) We can 
go dandng togetiier. 
E: I'm afraid I'm going 
to have to end the 
call there. Sorry 
about that. 




VEROICn 
9 OUT OF 10 

Dealing with 'Flirty' must 

have been hard work, and this 

chap from Eidos was the only one 

in our 'survey' to actually hang up on 

us. Still, to be fair, we did push him much too 

far. Our 'dancing' offer still stands; although we 

suspect he'd rather dance on Flirly's head. With 

a big pair of boots on. 



Call #4: BMG Interactive 

Seeing as we hadn't actually managed to really 

wind anyone up, we thought we'd change tack 

again and ring BMG Interactlve's marketing 

department to complain about the nature of 

Grand Theft Auto. Surely they'd crack when 

confronted with a verbal lashing from 'Outraged' 

of Surbiton, Surrey? 

Outraged: I'm calling about this... well, I supposa 

you could call it a game. The carriding game? 

BMG: Grand Theft Auto, sir? 

0: Yes, thaf s the one. I Just want some kind 

of explanation out of you people as to what 

on earth you think you're playing at. 

B: Concerning the content of the game? 

0: Yes. Ifs a nightmare] 

B: Yes, it's rated 1 B, It's purely for adults, 

0: Right, well you tell this to my son. 

B: Well, it's strictly an 1 8-rated game. It's aimed 

at adults - and I stress aimed at adults, 

0: Yes, well there's plenty of aiming your 

carat adults in the game, isn't there? 

B: Yes, that's correct, sir. But like I,,. 

0: The thing i^ I think you people don't 

understand. You sit there In your wory towers, 

churning out this vile filth... Ifs a dlsgracel 

B: It's aimed at the adult market, sir. 

0: Well, my son has now got hold of it. What 

are you going to do, come round and cleanse 

his brain? 

B: No, . , Well, if he has got hold of one, it's against 

the law. He should not have it. The game is strictly 

rated 1 8, It says so on the hoK, . , 

0: (Mimicking childishly, In a 'nyaati, nyaah, 

voles') Oh, because It says soonOte box. 

B: And,,, and on the disc, 

0: Because it says so on the box and 

an the disc. 

B: Yes, sir, 

0: (Still mimlddng) 

Yfes; sir. P- 




"b^e ^¥^ 4t the evsi ©4^ the ICvse 

Wharfs it like taking calls from irate callers all day? We 
asked one of the chaps at Virgin a few searching questions... 

PC ZONE: What kind of training aie you given? 
VIRGIN: Well, I will say that the training given to all of the operators 
here at VIE k essentially 'tree range'... By this I mean that each of the 
guys is given lots of room to research and instigate their own support 
methods, and we'll normally have a brainstorming session from time to 
time to share our views about current industry 'happenings' - for example, 
the introduction of Windows 95 a few years ago. 

However, there are a few basic rules that need to be learned, such 
as being courteous when taking a call, etc, and learning the systems 
which we have in place to deal with the queries that we receive. 

For an operator, it should take six months or so to become fully 
experienced in the ways of a 'Virgin'. Oh, and another thing, and this 
is guaranteed: you will learn to have the patience of a saint. 
PC ZONE; Whaf s the worst call you've ever hadT 
VIRGIN: Mmm... I don't think we've ever had a clear winner here, but 
there have been times when a few calls have left us baffled. For example, 
there was one from a Scottish lad who was completely off his 
tree, one from a Welsh fellow who bought Yoda 
Stories anii wanted us to explain The 
Force to him... oh, and 



one from a chap who rang and said: 'What's your number?' To which we 
replied: 'Well, what number have you just dialled?' To which he replied; 'Oh 
yeah! Thanks.' And then he put the phone down. Finally, there was one from 
this guy who asked us not to shout at his son. Very strange, we thought... 
PC ZONE: What can people do to help you out when they call? 
VIRGIN; This is an easy one to answer. If a customer does need to call 
us, then before doing so they should be fully intimate with the system that 
they have purchased and the hardware it contains. A lot of our time is taken 
up when we'll ask a specific question concerning their PC - for example: 
'Which video card do you have?' - and we're met with a blank answer. It's 
Incredible to find that someone will spend around £1500 on a computer 
system and not know essentially what they are purchasing. My advice is 
to ask the retailer for a detailed list of the equipment inside your PC. 
PC ZONE: Whafs the most common complaint you get, and how do 
you deal with it? 

VIRGIN: At this moment In time, the major cause for the calls that we 
take is Microsoft's DirectX. Since the upgrade from 3 to 5, it has become 
apparent that a lot of PCs out there do not have compatible drivers on their 
system. Normally we have to direct the customer 
back to their hardware supplier or 
the device manufacturer 
themselves. Thankfully 
though, with the supply 
of new drivers, this 
problem now seems to 
be sorting itself out. 



B: Well it shouldn't 

be in his hards. 

0: It isn't in his hands. It's on his screen, in his 

eyes, in his brain. What am 1 supposed to do 

when my son goes out in his car pulling wheelles 

over policemen's heads? He's been in trouble 

before. He committed a minor car-related offence 

last year, in which three people were injured. 

B:Yes... 

0: (With grave authority and menace) Now. You 

tell me. What am I supposed to do about thisl 

B; (Voke shaking) Ummmn]. . . all I can say Is... 

0: You're quivering. 

B: Yes. Because I'm a temp here. 

0: 1 see. Well If you're a temp there, I have 

no argument with you. 

B: No, I liave deall with the game all Ihe way 

through... All I car say is don't let him play it. 

0: What am I supposed to do? Break his 

fingers? Blind him with a red-hot poker? 

Throw his computer out of the window? 

Smash his legs? What? 

B; Confiscate Ihe disc. 

0: Confiscate the disc. I'Pa use,! Actually, that's 

not a bad idea. I might well cfothat. 

B: Well, after all, it is your household, and he is 

ynur child. 

0: Yes, well, pardon my French, but I think 

it's a *""•• disgrace 

B: It's a game aimed at adults. 

0: Don't you think it's a "*'•*' disgrace? 

B: No. I actually quite enjoy playing the game, 

0: And what about the sexual content of the 

game? 

B: Whi. . . which sexual content would that be? 

0: All the obscene language about pussy this 

and ""that; ""this and iia/fethat; sWt 

and piss, and... 

B: Well, it is an 1 8-rated game. . . 

0: Well how would you like it, cock! In your face? 

B: (Quivering again) It's an 1B-rated game, sir... 

0: What about the hard-core pornographic sex? 

B: There's nothing that actually... 

0: Well there is on ft/j. Look, I don't know if thai 

was your game, but tt was on his computer... 

B: Well... I mean... urn... 
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0: Look. I don't have any argument with 

you personally. I know you personally 

haven't sat down and written the game 

with a... computer pen or whatever they do 

these things with, but couldn't you pass on a 

message from me to the man who wrote it? 

B: If yoj'd like to make a formal complaint in 

writing, we could handle that 

0: Yes, but couldn't you just write somethinci 

down for me, and pass it on to your 

superior? 

B: Our superior isn't actually in today. 

0: Well, precisely. Write it down aoL 

it to him, man. For God's sal(e. 

B: Okay 

0: Got a pen? Okay. Right. 'It's a *'"" 

disgrace.' 

B: Right. 

0: Right. Okay then. My name's 

Daniet Benweathers. Thank you. 

B: Thank you. 

0: No, thank you. Alright? 

B: Yes. 

0: Okay then. Goodbye. 



VERDICT: 8 OUT OF ID 

How this man resisted the temptation to slam the 
phone down Is beyond us. And lest you laugh at his 
reaction, ask yourself how you'd have coped under 
similar circumstances. Despite our repeated shrieks, 
screams and salvos of bad language, he stuck to his 
guns throughout. He deserves a stiff drink. 

Our 'conclusion' 

As our extensive research shows (we did ring 
other helplines, but shortage of space dictates 
that we can only include the best here in print), 
people at the end of the line are generally very 
helpful, supportive and incredibly patient human 
beings. All the tech support people we called 
were extremely qood at dealing with our irale 
and awkward phone calls. Not one of them 
lost their temper, raised their voice or started 
mocking us back. So if you're having problems 




with a 

game, we 

suggest you give the 

relevant helpline a ring 

and explain as simply as 

possible what's wrong. Try to 

have your PC near you when you 

call, and be patient- they have to 

be! If you're tempted to call them up 

and be a bit silly, our advice is not to 

bother. They'll see you coming - and they 

certainly won't get wound up. 

It can't be an easy job, but it is an important 
one. So next time your game doesn't work, before 
you vent your frustrations on the guy at the other 
end of the line, spare a thought for his feelings. 
After all, he's on your side, right? Right. Q 
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UNRESTRICTED ACCESS 

' THE ] 

Vou've UtM Into i iilotilij clsssifieil secret OQvernmeof uiebsUe Qivio^ i]ou unrestricted access to 
The X-Files.'" Bfoujse rtirouQli cose flies, clioricter ilDsslers. evidence records and oilier top 
secret morerlals. Top into live video ond oudio surveillance. i — ; 

nt lony lost. "Unrestricted nccess" tios been oronled to X-Flles'" fans everpliere. 
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LucasAris strike back with a new breed of 3D action 
game, iD make amends, and the whole office goes 
mad over another pretty driving game. Ailow 
Jeremy Wells to explain... 

©UST WHEN WE WERE BEGINNING TO BECOME A LITTLE 
jaded with deathmatch Quake II, iD wenl and released the 
Point Release and now everybody Is happy again. The Ihing 
is, how long will il last? This month's cover game, Mysteries 

Of The Sith, which is essentially just an add-on pack for Jedi Knight, has 

proi/ed that while Quake II might sport a quicker engine, when it comes 

to single-player gameplay LucasArts appear to have taker the lead in terms 

of level design, immersion and scripting. As a single-player experience, we 

always championed the original Jedi Knight over \ls numerous rivals, Now 

that LjcasArts have tidied jp the engine, tweaked the Al and introduced 

some new graphical effects, Sith is undoubtedly the new benchmark 

for 3D action games. 

Ihat said, we were recently privy to a pre-release version of 

Umeal [agm], and the character modelling and level of detail was 

particularly impressive - better than anything else we've seer, in 

fact. Hall-Life is also shaping up very nicely, as are SiN and Blade. 

And who'd write off Dujire 4 or Daikatanal One thing is becoming 

increasingly clear, however, and that is that people don't want 

more Quake clones, biit they do want more Quake. Simply put, why would 

any developer bother competing with what is essentially the industry standard 

of first-person 3D action games? If developers want to compete and take the 

genre to the next level, more attention 
must be devoted to other areas such as 
character development, scripting and level 
design, and less on fancy lighting effects 
and MOR soundtracks, LucasArts seem to have 
realised this. Let's hope that Ion Storm, Apogee, 3D 
Realms, Gremlin, Sierra and Ritual Entertainment ate 
also pulling in the same direction. 

Anolher major plus point must go to LucasArts 
and publishers Virgin for putting the RRP for Sith at 
a very affordable £19.99. Sure, you need Jedi Knight to 
run the game, but it's still a very reasonable price to say 
the least. Thumbs aloft to MicroProse also, for pricing their 
Llltifn&te Race Pro so lieenly II quite clearly worked for 
Virgin with Screamer, which cleaned up last year, and 
Race Pro vi]\\ probably fly off the shelves, unlike the more 
consen/atively priced Red Line Racer. Vou may be able to 
gel away with 40 quid for a full-on sim/arcade experience 
like n 97, but when it comes to arcade racing games 20 
quid makes much more economic sense to us and the 
punter. Other publishers please take note. © 




Shadow MaS^^ 




SuperMatch Soccei 
The Golf Pro ^ 


^BRH 


The Quivering ^| 


Iffl 


Uitim^i CoilRct^l 


■w3 


Ultimf^^l^H 


^^^^^B 100 


M^... 


^^^^^B 107 




^^^^■B 107 


^ 



70 



-o 



<Scjj*iMJ±jff. AyStcMt. 



90+ CLASSIC 




The highest accolade a game can attain. 
Not only is it innovative and highly 
original, but it's extremely playable and 
has masses of long-term appeal. Games 
that receii/e the 'Classic' award should 
be seen as a benchmark with which to 
compare other games of the same genre. 



80-89 RECOMMENDED 

®Ar excellent game that simply lacks that 
certain something to make it a gaming 
classic. It may not be necessarily highly 
original, but it contains some new ideas 
and variations that add to the genre that 
are well implemented. Well worth 
" ■ " checking out 

70-79 

If a game scores within this bracket it's good, but not good 
enough to be recommended. It's not exactly original and 
somebody's probably done it better already, but it's still 
playable all the same. Basically, it's worth shelling out for, 
especially if you're a big fan of the genre, but don't expect 
anything innovative. Whatever you do, don't discount games 
just because they don't quite hit the recommended marki 

50-69 

Games that fall Into this bracket are distinctly average 
and don't really offer anything new. There's nothing much 
wrong with these titles, but then there's nothing much to 
recommend them either. They're just average. Okay. Mot 
bad. Alright. We've seen it all before. A lot better on budget. 
You get the picture 



40-49 

Okay, so you're not really going to buy this, are you? We'd 
advise you not to. It's below average, it's not very playable, 
you'll probably be disappointed. It had a few nice ideas, but 
they were badly executed. Give it a miss. 

21-39 

Oh dear. This should never have got past the Ideas stage. It 
offers absolutely nothing new to the genre, is very limited In 
terms of gameplay, frustradng to play and ultimately a complete 
waste of money. Avoid disappointment. Avoid this game. 

20 AMD BELOW PANTS 

Absolutely bloody awful. Unplayable, 
due to bad design or bugged code. Crap 
with a capital C. Naff with a capital 'N'. 
Do not buy this game, it will ruin your 
life and all those who come into contact 
with it. It doesn't gel much worse than 
this. Have we made ourselves clear? 
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This is designed as a pursly visual guide to how games ot 
a similar style compare. The bars do not relate to previous 
review scores... they are simply an indication of how the 
reviewer feels about the products on a sliding scale. 
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THE BENCHMARK PC 

Al PC Zone all games are 

played and letted on a DAN 

Technology Pentium 133 tvith 

15Mb RAM, a 2Mh graphics card 

and a quad -speed CD-ROM drive. 

We also use Mail Gamer 3Dfx 

tards for releases ihat suppoit 

D3D and 3Dtl 

specific games. 





PC Zone use Qan PCs exclusively 
'COS ihey're _ 

^bsoluiely tab. #■£>■% 
If you wdnlany widl I 
mors Info on ''™"'^if="n»J" 
Dan macblnes, '?ie P^"/^'* 
you ndn tdll QdoiM 

them on: 

01818301100 
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THANKS THIS ISSUE TO: 

Everyone we annoyed researching 
our lech support feature. 
Brian Baglovt @ DMA 
Martin Bramall @ Gremlin 
Steve McGill 9 Tent 100 
Kate Ludgroue ® Creative Labs 
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ark Jedi assatsin. imugglei and 
led) Knight-ill-training under 
Emperoi Palpatine. Is she 3 serious 

tliraat,lo Lata Cfoft's popularity? 
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Before embarking on this 
second dangerous Jedi 
adventure, Paul Mallinson 
had to 'unlearn' evefythlng 
he'd learnt %9 far. Which 
explains the poor 
grammar in his review. 



(Aboue) Thi< is the easy 
bill (Right) These hideous 
actapus-like creatures have 
a sting in their tail. Two 
hits and you're flead. 
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(IHDUT DOUBT ONE OR TH5 GAMES OF 
last year, LucasArts' Jedi Knight: Dark. 
Forces II blew minds the world over. Its ; 

incredibly designed levels and authentic Star 
Won atmosphere even had me thinking: "You can-keep, 
your Quake II - iD'l game (lesigners ar^ good,'bJt 
LucasArts' are better." That's right, it blew my mind too. 
With its complex and involving plot drawing the player 
into a world of mytho-teehna combgt modelled around 
George Lucas's famous 'can't fail' branding, how could 
it fail? Take it from me: it rocked. Afid now .we'have a 
sequel: Mysteries Of The Sith, And guess what? You'll no 
doubt be pleased to hear that it rocks too. 

Where to start? ^.^ 

Mysteries Of The Sith begins five years aftirtheifirst 
yame, and finds Kyle Katarn (the origirat geaier from Jetlil 
in training witii former Dark Jedi [Wlsra Jadffedn a remote- 
Rebel outpost on Altyr 5. Tfieir sparring i^soti.ii mterrypte;!, 
however, as insurgent Imperial forces descend on tlje base' ' 
, in an attempt to 'kick their back doors m'. ' \ 

I The player initially assumes the role of Kyle, hfeAirg, ■ 
, .slashing and blasting tiis way thr6ugii do?ens of. ^ 
5 tor m troopers, flanked by an army of non-player Rehel^ 
soldiers. The action, even at this early stage, is hugely 
■ impressive, because not only haVe LucasArts improved 
their 3D engine immensely [coloured lighting, mgrc varied 
textures, highertrame rate), but.tiiey've also thrown in a 
load of other new gameplay elements to heighten tlie 
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An apparent new arrival on the scene, Mara Jade has actually been part of the Stai Wars 
universe ever since Timothy Zahn first put pen to paper in his first trilogy of books. Once 
known as The Emperor's Hand, Mara Jade began her Jedi career as a 'hit man' (Hit 
woman? - Ed) for Eniperor Palpatine (the geezer with the bad complexion in Return Of 
The Jedf\, until Luke Skywalker came along to spoil the party. As we all know, Skywalker 
trashed the Dark Emperor, putting Mara Jade aut of a job and leaving the Empire in 
disarray. Mara then spent a great deal of h«r time pbttinc) revenge on young Luke, 
More realising that the Emperor h^d in fact benn a bit naughty arid deserved everylliing ^ 
. he flot. Thus she turned to the light Side far redenrpTjon. - 
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Annoyingly relerred to as 'colored' every lime it is mentiored (don't these Yanks know how 
to ipell?), the new spectral coloured lighting system works wonders for the atmosphere of 
the game. Out go the lacklustre grey rooms of Jedi Knight (good as they were), and in come 
the beautifully lit antechambers ol Mysteries Of The S'lth. Compare these two shots and 
you'll no doubt agree that it's been well worth the wait. 





^ awiiDSplierc as-welLfts th(;Rebd-and Imperial forces slug 



it oyt among themselves, radio chatter breaks nut m your 
ear: imperial forces blow.a ^alitnU iWri come spillirg nut 
to attack; TIE bombers fl^n pVid raze the surrojrding area; 
Scout.Walke75 liide around almost ever corner, as do rocl(et- 



''Sith is a commendable leap 
fprward in the evolution of the 
first'person shoot 'em up genre 



Ifliinctiing bafl gjys arid a whole 'nost of bastard traps. And 
'that'sjust tie first level. \ 

i To tel! you the truth,. Mysteries OfTheS/lft starts off 
bfilliantly and gets better and better and better the Further 
you get into it. The progressive nature of tlie constantly 
evoSvlng stBrji^ne sees to tliat'. ., . 
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That'll teach them to mess vxith The Master... How 
whers's that 'hatch' on the back of their trousers? 



What's so gpod about it then? 

Mysteries Of The Sith has 14 new sjrale-plaver missions 
and 15 new multt.player ones, new weapons (sniper 
riflsiJiqming rnissiles^nd Imperial pistol) anii new 
Fqpre powers [Projection, Push, 5afier Throw, Far 
Sight, Blinding and Cham Lightnmg). This in 
tself is not bad for 2Q quid. But what makes 
this package much rnore than just a colleciion 
of new levels'and bug fixes are the many' 
brilliant gameplay'toiiches that arp, 
encounteredalong the way. IVlara Jade's fifth- 
evel entrance is spcctScuiar enongij [Return- 
Of 7>ie Jed/ fi ns willjove it), bu-t the working ■ 
sjrveillance'canieras [plug yoursetf iniat the 
nearest ciiiisolel, the 'rtces agalni time', the 
hideous traps [hidden drainage wells -nasty), 
the co-operative R2 units, the consequential 
hatitcr, the huge numtier of recognisable 
Sfgf (Yor(i^hide5 and the. broody coloured 
ightfri^ are theJiundreds and thousands on 
the icing' on tne cake. Special mention must also 
go Eo John Williams'. classic music which, iirthls '' 
particul^.game. Is a whole new cake in itsdf, 




When it conies lo level 

design, no one does H 

better than LucasArts. 

Jedi Knight has some truly 

brilliant examples of the 

craft, but Mysteries Of 

The SHh is more sinister, 

harder, and 

wiickedly 

designed. 

Here are 

some of 

the high 

points... 




MEW REPUBLIC BASE OM 
ALTVR 5 

A pitched battle between invading 
Imperials and your Rebel allies kicks 
off the first level In true immersive 
fashion. As TIE bombers pepper the 
base with explosives, Imperial Scout 
Walkers patrol the corridors, picking 
off your mates while taking pot 
shots at you. As Kyle Katarn, the 
player sets out to Infiltrate an 
Imperial vessel and dear a way 
through a dense asteroid field for 
a Rebel escape. 



KA'PA THE HUTT'5 
PALACE 

"Ka'Pa no want to see you," says 
the guard at the entrance to this 
warren of a level. 

This is Mara Jade's first solo 
mission, and Ka'Pa The Hutt's 
palace Is riddled with various kinds 
of traps, as well as sneaky, slimy 
Tusken Warriors. In one excellent 
sequence, Mara even disguises 
herself as an enemy soldier In order 
to gain entrance to the palace's 
inner sanctum. 



KATRAA5II SPACE PORT, 
PARTB 

Katraasii, like Mos Eisley, Is a 
sprawling space port filled with all 
manner of unsavoury characters 
you'd really rather not bump into 
down some dark back alley, and 
most of them are armed to the 
back teeth with concussion rifles 
and high explosives. The grand 
architecture and abundance of 
civilians help create a real 'lived- 
in' city atmosphere. Even the 
Millennium falcon gets a look i 
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Hidden deep within the recesses of the Mysteries 
Of The Sith CD is a hidden level that recreates the 
Luke Skywalker/Bespin scene from Hie Empire 
Strikes Back. Extracting this secret level is not 
easy, and ~ because the game has only just been 
released - we're not going to tell you how to get 
at it just yet... You'll have to wait for our next 
issue for that. Bah! 
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So is liiere a downside? 

Not really. Mysteries Qf The Sjpihai obviously been designed 
fiir Ihrae who have ^eady completed the first game, tlius 
- it starts off pretty tieriand tptr gets even harder. Bjifit's a 
dif^rcrt kind of 'Jj^r^to Jfdi Knight. Whereas the former 
Ifiststment foreee the player into rock-h^rd Ligtitsabe'r battles 
every few [eveli(B(tfr keeps the story flawing for atonosi three 
quarters of t}i((ftritire geme-r then it tt^ows a rautna of a 
* Jedi at you, . ' _ . . _ii 

J, ■But'Mys!friesJ(frheS/(ft is the first 'real' follow-up to ID'S 
now classic Quake U, and is also a commendable leap fon«ard 
In the evDljIion of the first-person shoot 'em up genre. Not 
bad for an 'add-on pack', hhicti in many ways Is to add-on 
packs what'^rfte ^mflf^re Sfr/*;es Back is to Star Wars ~ a proper 

V « \ 




(Top) Ha, ha, tia - a robot in a dress! Funneeeee. 
(Above) Ttiat TIE pilot needs to blow his nose. 
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sequel. Not to mention the fact that in this game it's the turn 
of the Rebel Alliance to get their arses kicked... 
\Wysfer/es OfThe Sith is more than just an 'add-on' to Jerfi 
Knight 7 it is a completely new additiori to a gaming series 
that we at PC Zone hope will run and run. So if you haven't 
played Jerii>;n(ght yet, get it. Then get this. Otherwise you'll 
almost certainly be missing out. 




REPUBLIC ESCORT SHIP 

A routine assignment for Mara 
Jade turns into what we reckon is 
the best single-player, first-person 
shoot 'em up level of all time. The 
exit of a freshly rescued squadron 
of X-Wings is merely the tip of this 
iceberg- 1 ike level. Gravity gives in 
as a swarm of pirates swoop on 
the ship's cargo. A trip through the 
escort ship's lower engine level 
later and the Rebels are allowed to 
escape. For Mara Jade, though, the 
level continues... 



TAKARA'S STnOMCHDLD 

To please Ka'Pa The Hutt, Mara is 
sent to track down a rare Jedi 
artefact from an evil bandit called 
Takara. Upon arrival Mara is 
captured and slung behind bars. 
Here the Jedi Force Pull action 
comes in extremely handy, 
especially as Mara spends most 
of the level practically unarmed. 
Star tViSrs fiends should look out 
for the rather spectacular Rancor 
monster which lurks midway 
through this level. 



KAEROBAMI'S BASE 

Starting at the entrance of an 
elegant castle, Mara Jade soon 
finds herself trapped inside the 
twisted world of a vicious man. 
Frenzied 'guard dogs' protect the 
entrance to Kaerobani's hideout. 
Once inside, a maze of passages 
and corners lead to... a seemingly 
empty room. Here the whole level 
turns on its head as Mara is sucked 
into an immensely deep (and very 
scary) water pool filled with lethal 
sharp-tooihedfish,.. 




t7ml t^cft.J^cti.£lvm^ 

Quiike II h.is ii b^'llrr engine, 
but no \vci> dues ir hdvr bcLlcr 
script(^d singlf-pldycr level 
design tliaii Pillitr Jedi hiiighl or 
Mysteiici 01 llie ^itli. We reckon 
vnu should ^el hold of this IF 
>ou'rp looking for a sreat slory 
■ind an immrrsivp cnvironnicnl 
Id IcwF. as wpII <is ch<illen§p. 
yourself in. 



Myfilerips Of The Sith 



Jedi Knlghl: Dark Fortes II 



Quake II 



Dark forces 



Memory: 16Mb mm [32Mb rec'd) 
Processor; P3U or faster 
Grapliits; JlOx'lOO software to 
aOOxGOO accelerated 3D 
Sound: All major sound cards 
Lonliols: Kevboard, mouse, joystick 
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He waged war, 

changed the face of europe 

and got a pat on the back 

when he got home. 




The Great Battles of Julius Caesar. 
I Came, I saw, I conquered. 



'M'Si& mi m 






jiff fftt tt'tt ""f< 




AVAILABLE MARCH FOR WINDOWS 95 CD-ROM. www.imagidgames.co.uk 
The Greal Bardea nl Caeeer is based on Hb awaiQ winning hoard gama hom GUT Games. "Rie Graal Banlas ol Caesar and IhB Qraat Holllas Series a'8 ragislarad trademaiis and InlaractlVB Magic Is a regialHred 

tradBmaikol Inleracliva Ma^lc. Inc. Windows 95 ta a lagislerad uadamafk ol MICrosoH Corpaialion All lighla reserved. 
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Shadow Master 



Psygnosis aren't unknown for 
coupling gorgeous graphics with 
a great gameplay engine. But 
can the Liverpool puhlishers' 
latest release keep the ball 
rolling? Paul Rose shines a 

torch into the darkness. 

^rs A DREAM WE ALL HAVE: ONE DAY WE'LL 
load up a game and be confronted with an 
Intro sequence that's so utterly original and 
gotismackingly fresh that 
everything that's gone 
before it pales into insignificance. 
Just imagine: the game begins, 
and instead of some ail-too 
familiar spacecraft crawling 
across your monitor pursued by 
tiny fighter craft, there's something 
entirely different altogether. 
Imagine that there's no James 
Earl J ones- esq ue voice-over. 
Imagine that there's something 
else in place of yet another expensivc- 
looking-but-probably-done-in-somebody's-sleepCGI 




"SDfx'Cquipped types 
will have their eyeballs 
inverted by the special effects 
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sequence. Imagine all of this and you've imagined... the 
opposite of ShodoiH Master's irtro. 

What's it all about. Alf-ie? 

Just for a change, a marauding force of alien life forms is 
cutting a deadly swathe of dcstructior through the galaxy - 
and they're heading right for us. 'Us', in this instance, being a 
relatively peaceful calory world Full of people who wouldn't 





Shadow Master might boh pretty (but what doesn't nowadays?) and the levels may well be huge, 
but unfortunately there's little that is either original or compelling. 



hurt a fly (unless of course ttiat fly 
happened to be in control of an armada 
of starships stuffed to the airlocks with 
plasma cannon; and various other assorted weapons 
of galactic mass destruction). 

With a set-up like that, there are only so many ways 
the gameplay in Shadow Master tiould go. It could, for 
instance, be a Wing Commander- type space shoot 'em 
up; it could be some sort of strategy game along the 



l^€FvJt. 'h1 AjcHmAL 



Apparently, the futuristic landscapes 
in Shadow Master wer« inspired by 
noted British fantasy illustrator 
Rodney Matthemis. 

Though Rodney Matthews is responsible for 
absolutaly countless science-fiction and fantasy 
book covers - frequently featuring semi-naked 
individuals and woolly mammoths - Matthews 
Is probably best known for his work on various 
classic rock album covers of the 1970s. 

Along with other artists such as Roger Dean 
and those at Hipgnosis, Rodney Matthews helped ' 
establish the prog rock look which defined the 
decade (As well as Psygnosis' early corporate 
look - Ed). Thin Lizzy, Yes, Rick Wakeman, Alia, 
Nazareth and The Scorpions are |ust some of 
the 'big name' acts to have collaborated with 
the painter. (There's little substance, though, 
in the rumour currently circulating that Rodney 
Matthews will be designing the covet artwork 
for Rick Astley's comeback project, a luut-sided 
progressive concept album on the life cyclB of 
the Panamanian hollow tiev toad, dniltlttd 

SoimetfarA Windswept SmL) 
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The in -game monsters give a 
massive yawn to indicate that 
they're just at bored with 
Shadow Master a^ you ate. 

O 

I lines of ft* tmperio; it could even be arotticr Quake I!. 
Shadow Master is closer to Quake than Pax Imperia, but it'5 
no Ounke clone. Yoj play the game from within a versatile 
cross between a tank and a beach buggy, which is dropped 
onto various planets where your task Is to shut down the 
enerny's operations on that world and liberate the 
cyherneticallv enslaved populace, or complete a similar 
objective within a time limit. 

The development team are obviously trying to recreate 
the feel of an old-style arcade shoot 'em up, albeit within 
a 3D, first-person perspective environment. Indeed, the 
swatiies of enemies, the power-ups and the appearance of 
mid- and end-of-level bosses certainly evoke many of tfie 
conventions of the 1 980s arcade experience. However, the 
labyrinthine structure of the 16 vast levels, and a number 
of simple pu?!les (though there's nothing more involving 
than activating the odd switch), do offer something more. 

More than this 

As with most Psygnosis games, Shorfow iWrrster is s glorious, 
up-your-shirt and in-your-face graphics fest. Though it's 
obviously a little chunky on your average unacceletated 
maehme. 3Dfx-equipped types will have their eyeballs 
inverted by the special effects and multiple light-sourced 
explosions. The backdrops and overall design of the levels 
are quite unlike anything we've seen before, adopting a 
low-tech tribalism which gobs in the face of your usual 
clanky Afiens-influcnced blue-collar military look. 

Likewise, the enemies in Shadow Master sre quite unlike 
anything we're used to finding in games such as these. They 
range from organic, subtly Manga-style cyborgs, to giant 
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The team behind SAarfoiv Master 
reckon they've successfully captured 
the flavour of classic 1980s arcade 
shoot 'em ups. What, pray tell, are 
they prattling on about? We select 
four games from the era to hold up 
as shining examples of loveliness. 

(KOM 

ailed as the fltit 'proper 3D game', in reality 
'a'con wai no more ii'volutionary than any other 
oot em up dI the eta. However, it boasted high 
novelty value due lo us llhan) uii'(|ue isometrit 
viewpoint. Thl» alone seemed enough to di.ivy 
the swiots away from thulr Rubik't Cuhes 
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scuttling spiders and insects, to 
ridiculously big robot dragon; and 

death-spitting tanks. A; you'd expect, 
if it's capable of blowing you up, you 
can return the favour. The gratuitous 

pyrotechnics and whiz-bang visuals are Shadow Master's 

strongest selling points. 

Big smells 

There are some unpleasant smells in Shadow Master's 
trousers, though. For starters, the levels, while commendably 
big, are possibly too big. Just when you think you've twatled 
the end-of-level boss, you then find that you've got to 
backtrack through the silent battlefield in order to find 
another path to continue the level. The control of your 
tank/buggy thing could also be more responsive - at times 
it feels like it's sticking to the level walls, velcro-style, 
hindering any attempt to flee a savage onslaught This 
wouldn't be so bad if the challenge set by the game wasn't 
so high; it will test the patience of even the most gifted 
games player, with enemies seeming to materialise out of 
thin air and bos you in before you've a chance to flee. On 
top of it all there's a sneaking feeling that the difficulty has 
been pumped up to disguise the fact that, ultimately, there's 
little here that you've haven't seen elsewhere. 

But gripes aside. Shadow Master's obligatory multi-player 
modes should keep you going for some time. You shouldn't 
expect Quoire-stvle deathmatch thrills, though. Likewise, the 
always surprising and unique visuals provide 
an Incentive to keep plugging away even 
though you'll need 
the patience of Saint 
Lmpapa (the patron saint 
of not giving up on really 
challenging games] to get 
through it all. Q 






SCRAMBLE ^^ ^V 

It may look like any other horizonlally scrolling shoot 
'em up, but Scramble was big and clever. Why? You 
(ould crash into the constantly undulating ground. 
DEFENDER 

If Big Daddy had been a horizontally scrolling shoot 
'em up, he would have beeit Defender. With its fast- 
paced action and unrelenting enemy hordes, there 
isn't a human being alive who could claim to have 
finished ihe game without cheating. 
R-TVPE 

Thi^ gorgeous shooter, even these days, still stands 
up as a bejcon o( what a well -designed, wed- 
balanced gamp should be. Mo wonder Psyynq| 
used It as Inspiration (or Shadow Mtsttr. 



Shadow Xhstei is a grdluitously 
visual cxppripnce. wilh enough 
thrills to make il worth a dabble 
for somt pdlii^nt gamers, 
although Ihe side's let down l>y 
a steep learning curve and overly 
large levels. Neither is it the 
most original game of all time. 
Bui. hey. at least it's not just 
another (heap Qua fie clone. 

Shadow Master 



Quake II 



Wine Commander: Prophecy 



X-Wins Vs TIE fighter 



Independence Day 



Memory; 16Mb 
Processor: PI 33 or faster 
(PIGG recommended] 
Graphics: 320x200 software 
to aOOxGOO accelerated 3D 
Sound: All major sound cards 
Controls: Keyboard, mouse, joystick 
Note: Also supports modem and 
eight-player network play 




Pretty, but vacant. 




Prkc: 09.99 
Release date: March 
Publisher: Psygnosis 



Telephone: 015) 2Sl 3000 



Website: wwm.psyg nosis.com 
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'4 secret struggle worthy of the 
X-files...a modern classic" 

9/10 Edge 



"A pumping powerhouse 
of a game" 

Game of the Month - Loaded 



One giant leap 
for computer games" 

91 % Ultimate PC 



"Game of Distmction'' 

93% PC Gamer 



PC CD-ROM 
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REVOLUTIONARY ACTI N -STRATEGY GAME 



Attenti9ni,Jhis.,a(;iy,erti?Bii)S 



shots featuring ONLY IN-CAHE qraphics action 
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It wosn't recreation. fadt i^Vthey kriow^we'Ve' hlfe;" 

.---- - -_, 'it was reconnaissance. Now they're returxilng. .-::,-W-Lttt^..tlie 

:^eV-''VE visited. our planet many times- intention of staying., to make all this 
before" and all we've been asking .^^^^"""N^ their own... our lonflj 

ourselves Is; do they exist? . fi^M^^ \ our lives, our air, 
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Und, air and sea arcade 
actutii combat 



l*ilrMilllMllJl'BI|#iUfll 



IPERMEDUl 



WPHKS WITH 



-tiardmajs: 

HT-IITqtins. Track Tanks. 
Sand Skiminers, Houertanks. 
Stealth Sea traft. Httack 
Helicopters. F2U S/UlOl 
Bircraft • Blien'Figiiters In 
name but a feui 

65 diuerse missions across 
G spectacular uiortds 



"Incoming is likely to be nolhing shon of spectdctiUi" 

"flstofiislmnlii bBaDlifnl" 

"Incoming's lechnDlogij enables the game to achieve a 

gHphical leak and fiaire rale similai to that seen on the 

ueiy latest attade mdcbmes" 

% TFUPI 

"the greatest inoking ind technicallg smart 3D game 
so far. as of roio it's a technical fiBnt-mnnei" 

i^PHlBijWiiiyS 
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CARD REQUIRED 



full force F. 



3D spalialised ssu&it 
Z pJaj)ST4{Uir«« 



Hodein to Hodem and 
Serial [ink 

S platjei mil Ketiuork play 

fltnospheric soundtrack 

Stunning lighting FK 




■■' Mm "IHI) or BGP mmpatilils 3D accsletstor. 
Siiii„ii:>.d.;i!. HI lUO^cDmpdliMe IUin'45 S ON b HQ space Sufipaitskeybadilinousa and joystick 
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Battlezone 




"ReBf: 



W**^ 



The last time Jamie 
Cunningham thought about 
tanks was first thing this 
morning. But the less said 
about that the better. 

©AY BACK IN 1980, ATARI INTRODUCED A 
revolutionary new arcade cabinet called 
Battlezone. It was the world's first 3D 
video game - an inaugural wire-frame stroll 
Into the realm of virtual ceallty. For two bob 
[That's lOp in real money - Finance Ed), players 
could stick their head in a gunner's sighting box, 
drive a tank around a sleek vector landscape 
and destroy enemy units by firing sugar cubes 
at them. Seventeen years on, Activision 
acquired the rights to develop a title 
based around the cult coin -op. Be 
warned, though: if s not a sequel. 




The plot 

Back in 1952, a meteor sliower fiit 

the Bering Strait. Overshadowed by 

cDnflict in the Korean peninsular, the 

debris was secretly collected and 

analysed by American eggheads. After 

they'd finished waving flags, slapping each 

other on the back and making WotionoJ Geographic 

documcrtaries about how wonderful they all were, it emerged 

that the debris contained a bio-metal of sentient manufacture. 

Importantly, the substance could be used in the development, 

production and deployment of weapons to provide a distinct 

US advantage in the Cold War. 

In the summer of 1958, President Eisenhower creates NASA 
as the cuddly front end to the National Space Defence Force, 
an elite bunch of double-hard bastards tasked with searching 
the solar system for more bio-metal. However, the CIA learns 




that the Soviets hai/e also collected and analysed the meteor 
debris, and that the Cosmo Colonist Army are planning a 
scavenging project of their own. So while everyone back on 
Earth watches the space race played out in monochrome or 
wooden-framed TV sets, the Veal' race involves lots of 
technicolour explosions, rocket- powered Skodas and desperate 
battles with laser-toting cosmonauts. On Mars. In 1959, Ahem. 

So it's a B-movie for Win 95. Er... 

The plot may be twaddle and the legendary Battlezone name a 
mere publicity stunt but don't let that put you off. Activision 
have managed to mate strategy with arcade and deliver the 
mutant son of CHC fled ^/ert and /-IVor. Which can't be bad. 



'^Strategy mates with 
arcade to deliver the mutant 
son of C&C: Red Alert and l-War." 




At the outset you find yourself on the US moon base, 
strutting about in a spacesuit with your weapon bobbing up 
and down in the bottom third of the screen (trJs Quake). Leap 
into a vehicle, scoot off over the lunar scenery and you'll soon 
discover that your transport not only handles like s flymo but 
also sounds like one - and, unfortunately, this will be your 

o — — — 

(Below) The US base on the moon is a bit dark and 
sinister. Sort of like Oprah Winfrey but smaller. 
(Left) Eat cruise missile, communist scumbag ! 
{Top left) The game is packed with fun JDfx toys 
such as glints, mists and swirly things. 
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I (In circle) Soviet forces on the apocalyptic 
I Martian landscape, poised to pick on 
I lourittj admiring the scenery. 

home for the ertirc game. So settle down, 
crank up Good Golly Misi Molly on tlie 
eight-Irack (this is supposed to be the 
'505, remember?] ard get used to it. 

The Red Alert bit 

While the objective is read out to yoj, take 
a gander at the radar in the iower icft-hand 
corner of the screen and work out where you are 
in relation to everything else. Sciect the rccycler ard 
command it to build defensive turrets and scavengers. Depioy 
the turrets straiegicaliy around the base, and check that 
your scavengers have floated afl= in search of minerals for 
recycling into new units. 

The actual command process is smooth if a little slow: work 
through menus in your HUD, or point at the unit in question 
and pick from a list of orders, A single screen forms the 
interface between you and the rest of the game, and 
immediately there are two obvious criticisms. First, dashing 
through menus and sub-menus while trying to remember what 
unit is where, dealing with an attack wave of bad guys and 
simultaneously calling for back-up is extremely difflcult. 
Second, once orders have been sent, it's not easy to see 
whether they've been obeyed - there's no bird's-eye view of 
the whole map, which rather limits your grasp on the situation. 
On more than one occasion I deployed a turret next to a 
building, only to come back later and And a pile of rubble 
and the turret going round in demented circles on the 
other side of the camp. 

The l-War bit 

Tfie landscape is always a pleasure to fly over, 

but unless you've got a 3Dfx card and a P200, 

beware of sluggish responses. Tfie graphics and 

fogged horizon are in nouveau Mog/c Corpet 

style and, just tike the Bullfrog 

masterpiece, the atmosphere is spot 

on. The missions are diverse and 

often change tack halfway 

through, moving your team from 

moon to moon and helping to 

keep you involved in the game. 

Trouble is, there's no real suspense. 

Take combat as an example; if ground 

control doesn't warn you of an approaching enemy, 

the radar will - and after you've waited for tbem to come 





into visual range, you shoot them down. Nothing looks 
particularly menacing, so there's none of the adrenalin or 
foreboding you get in other flrsl-person shooters. Move the 
mouse to aim, right-click to cycle through weaponry, then left- 
dick to fire. At times it can all feel a little, well, monotonous. 

And it sounded so nice 

That's not to say it won't keep you interested, While 1 often 
thought: "Here we go again," when the umpteenth pair of 
Soviet flankers arrived and started attacking my command 
tower, there's a certain jef?e sois quo/ that keeps you coming 
back for more. Maybe it's the feeling that you're missing 
sorrething; maybe it's the hope that the interface will 
'click' and you'll be able to breeze your way through in 
a jiffy. It's hard to say, 

Sripes aside, Activision have gone to town on the 

multi-player side of things. Up to four 
players can participate in an Internet 
game on the ActivLink server; eight 
playera can thrash things out over a 
LAfJ; and head-to-head modem play 
is also an option. Networking Is 
refined and includes proper 
alliances (with teams able 
to share bath resources and 
intelligence!, as well as an 
editor which we are promised 
will enable you lo design your 
own single-player, multi-player 
and deathmatch scenarios. 
n summary, I can only say that Activision's latest 
is a worthy successor, if not the true sequel most 
people will be expecting. However, while it offers a clever 
amalgamation of two different kinds of game, it lacks instant 
appeal and can at times be a lad tricky - two things the 
original never suffered from, © 




{Above left) The detail level of the terrains isn't really up to much, hut there't so much going on you don't seem to notice. 
(Above right) Along with the recycler, the factory unit builds the various units thai take part in the game, 

lo 
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A (rpsh blend of action and 
strategy with impressive visuals, 
and a veritdble banqiiel for 
multi-player faris. Thai said, it's 
a fraction loo frantic, and larks a 
bit in the exciteniEnt department. 
If you're a fan ol the brilliantlv 
simple arccide ddssic. you'll be 
gasping tor air by the time you 
reach the thlid mission. 



'New' Batlle/one 




Wine Commander 



C&C; Red Alert 



STc-cJt. cijft.ccA 



Memory: 16Mb 

Processor: PI66 recommended 



Graphics: SVGA 



Sound: All major sound cards 



Controls: Mouse, joystick, keyboard 




Publisher: Activision 



Telephone: 01 395 4Se700 
Web site: www.activision.com 



FgrvQPil Cornpulsn *^ 
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The Golf Pro 





The game that's set to 
revolutionise golf on the 
PC is finally here - and it 
only took about as long to 
make as Titanic: The Big 
Wet Movie. Patrick McCarthy 
finds out whether or not it 
was worth the wait. 

©OW LONG DDES [T TAKE A BULL ELEPHANT 
to reach maturity? Well, it would seem 
about the same time that ifs taken to make 
The Golf Fro- we did a cover feature on 
it a year ard a half ago, remember? - so 
finding it finally dropping onto our desks was as 
shocking as discovering a male friend of Michael 
Jackson's with pubie hair. Its most famous feature, 
of course, is the revolutionary swing control system 
that those in the know call Moving-Thc-Mouse- 
About-Fram-Side-To-Sidc". (MouseDrive'". actually 
- Ed.} So let's get that out of the way first. 

Touchy feely 

The control rnethod is entirely mojse-based. Vou hold 
the button down and move the mouse one way for the 
back swing, then move it the other way to play the shot, 
releasing the liuttor as you do 5o. You quickly get used to 
it, and it isn't long before you're playing anything from a 
slight fade on a dog-leg to an outrageous hook around a 





"The in'game screens look good 
and the playing area is well-laid 
out. It's a labour of love." 
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There are three difficulty levels (Beginner, Amateur 
and Professional) - which give the game longavity, 
because you can't start as a prolessional; you have 
to get a handicap and lower it by recording rounds 
- if you improve enough, you'll be able to play at 
Professional difficulty, and if you keep doing well 
you'll actually become a professional. Then you'll 
be able to hit the ball further, charge people to 
laugh at their swings, and get hideous sweateti 
to blind your opponents with on the cheap. 




dozy pensioner wandering acnDSS the 
course looking for his teeth, Tfie fact that 
you have to do everything by feel, rather 
than by just clicking s percentage of a 
power bar, means that you'll have to put 
in much more practice before you become 
proficient at The Goff Prtjthan you would 
wilh any other golf game. It also means it 
can potentially be frustrating - so quick-fin 
merchants beware. It all seems simple enough 
at long distances - driving and hitting long 
irons - but when you have to do those little 
chips fnDm just off the green it can drive 
you right round the bend. And putting... 
Please, please don't talk to me about 
putting. I hit a three-iron to four feet 
and four-putted. Which is why... 



f> 



(Below left) I hit one closer than 
that from miles further away. Yes 
I did. Yes I did... Come on, then! 
(Right) Look at the texture of that 
grass in the foreground. It's eerie, 
that's what it is. 
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lady, you gotta practise 

If you want to have the remotest chance 
of doing the touchy-feely things well, 
you'll have to go to the specially provided 
practice hole ard hit balls. You can do 
everything you've ever wanted to - drive, 
chip, putt, whack the ball out of sand, and 
so on - and there are a number of well-put 
together tutorials with Gary Player talking you 
thnDugh 3II the things you need to practise and giving 
you lessons. It's cool. 

In fact, the whole thing is well put-together, from the 
presentation screens and inlrotfuctorv lessons, to the two 
different ways to calibrate your mouse, and the way you're 
cased into the whole game right frorn the start by Player 
chatting to you about golf and this game. All the in-game 
screens look good and the playing area Is simple and well 
laid-out - real 'less is more' stuff. It's a labour of love, 
(Which is probably why it took so long to finish.) 

Your eyes... that moonlight... why 
you're... beautiful 

The course graphics arc outstanding - but they're prc-rendered, 
50 you sec shotsfrom aerial views and 'video' inserts rather 
than from where the ball lands, as in tints and PGA It also 
means you can be aiming the bail without the view being 
behind the player, which is fine for long shots (you can aim 
by using the hole's plan view] but somewhat unhelpful when 
you're playing short chips or long putts. You can click to view 
the green from a different angle, but it's not the same as being 
directly behind the putt. 

But all other aspects of the game are very good indeed. 
There are options for serial linli play- at a later date there'll be 
3 patch to enable modem play lyou can also record a round and 
e-mail it or send it on floppy for someone else to play against). 



^m ^^^1 '''^^ ^° courses in the game, St 

H '^^^B Mellion in Cornwall (described by 

W ^tw ^^^'^ NicWaus as "the finest gallcried 

^ '^^ course m the world" - but then he did 

design it}, and Player's own Hilton Head 
National course in South Carolina are both 
challenging. T>le commentary is slick and varied, 
although the commentator sounds like an avuncular 
American doctor When he says: Tliat's heading toward the 
rough..." he sounds mildly concerned. And when he adds a 
kindly but InRnitely regretful, "Yes... it's gone in..." it's like he's 
just told you yourfirst-borr child's life support machine has 
had to be unplugged. (Then, when you hit a cracking chip and 
he says: "l-l-l like it..." you start to wonder whether he's up to 
something in the commentary booth.) Good stuff. Q 





Mils a puti by miles, and everyone's supportive. There's 
even a self-help group with a special phone number. 



o 
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You play shots in Ihe Golf Pro by 
holding the mouse button down 
and moving the mouse from side 
to side. Either direction cart count 
as the back swing, and either 
mouse button can be used. Move 
the mouse squarely and you hit 
the ball straight; angle the mouse 
to the left (if you're right-handed, 
that is) and you hit a draw; angle 
it 10 the right and you hit a fade- 
Loft and bacl( swing is controlled 
by releasing the mouse button: before the impact 
line, you hit down on the ball more; afterwards. 




you drill the ball low. All 
this means that The Golf Pro 
is probably the only PC golf 
game that's going to generate 
as many artificial swing aids as 
the real thing. It can't be long 
before someone brings out a 
grooved contraption to run 
your mouse along; or there'll 
be special non-slip gloves with 
specially strengthened index 
fingers (and, of course, built-in 

wrist siabDisefs to do away with the mouse-groove 

machine). We just can't wait. 



ML T'ct^l^lcc^u/c 

A great golf game, with excellent 
attention to detail and fine ball 
dynamics. And a weird Lunlrol 
system that's well worth taking 
the time to master. Those bored 
wilh PGA mi^ht like to give ll 
a gu, but iinyone who dislikes 
the vagdries of Links' powerbar 
probably won't like 11. It doesn't 
score the same as ihe other 
Bis Two because of the aiming 
fadlily for putting. A minor flaw 
in an otherwise fab game. 



The Golf Pro 



PGA Tour 97 
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Memory: 16Mb 



Processor; P90 PI 33 recommended) 



Graphics: SVGA 



Sound: SoundBlaster and 
compatibles 



Controls: Mouse 




J If i-i l-i 



Release date: Out now 



Publisben Empire Interactive 



Telephone: OlS! 343 7337 



Website: www.empire.co.uk 
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Air Warrior IN 



Paul Presley takes to 
the virtual skies without 
a hanky in search 
of bogies. 



o 



■LL CONFESS: I ALMOST DISMISSED THIS 
little oddity within my first five minutes 
of play. The graphics were crude 
by today's standards, the 
interface redefined the 



word 'clumsy', and it comes from a 
company that hasn't been having the 
greatest time lately. And bad I gone 
with my initial gut feeling, I may 
very well have missed out on one 
of the most truly great gaming 
experiences I've ever had the 
pleasure to encounter. 

What you need to know 
about playing AWlii 

Primarily a WWII sim (altbougtl you can stray into 
the First World War and the Korean conflict if you desire), 
AWHI has beer designed to cope with hundreds of players 
at once, all fighting three different countries. There is a 
phalanx of single-player missions included with ttie game 
that although playable, never reach the heights of 
excellence other, dedicated single-player games do. 

There's also a very clumsy interface to negotiate; or at 
least that's bow it appears at first After a few hours' play, 
yoj start to realise that what Interactive Magic have done 
is to go for something functional rather than attractive. It 
revolves around typing in commands at a Diyoie-style 
console, and I honestly can't see why they couldn't simply 
have gone with the traditional keystroke command system 
used by, ooh... eveiyone else. 

However, when you do stray on-line, AWtll is beyond 
superb - up-close and personal dogfighting, with humans 
all around you, some allies, some enemies. There's no other 
game like it. The radio communication system is superb, and 
crewing multi-seat bombers, with different players manning 
the different gun positions and communicating vocally via 
microphones, is so intense an experience that words can't 
describe it Everything about the multi-player game works 
so superbly well that it's a real shame I'm going to have to 
put a downer on things. 




(Above) The autopilot was a finicky 
creature that required wining and 
dining first. (Left) The various squad 
roDins let players meet, form plans 
and say 'Hey mS" a lot. 



What you need to know to 
p/ay AWlii 

All of the above comes at a price though. Several prices, in 
fact First there's your sleep pattern. At the time of writing, 
I can't speak for how well the UK LineOne server works as it 
isn't yet running. I've had to play on an American server, 
and consequently have had to wait till the midnight hours 
before it really starts to liven up. Hopefully UneOne will 
prove just as popular with UK and European gamers, but 
that's up to you. 

Secondly, this is a subscription game service. I was 
fortunate enough to be connected to a beta test site which 
was free of charge (in exchange for the occasional hugs, 
patch upgrades and other pre-release tweaking). But had I 
been forced to pay a regular fee for the game, 1 may not 
have been quite so enthusiastic about things. Personally, I 
feel that Internet games should be free - when you've 
already paid upwarils of 30 quid for the game, you shouldn't 
be expected to pay more each time you turn it on. 

The single-player game isn't quite good enough to 
warrant a Classic rating, and the fee-based multi-player 
set-up rankles the anti-establishment anarchist inside me 
just enough to stop me from giving it a higher score than 
the one I have, Which is a shame, because Air Warrior III is 
one of the best multi-player games I've ever played. And 
that includes Quake II. Q 







(Above left) Briefings are traditionally held by the man with the silliest moustache. (Above right) Like lambs to the slaughter. 
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Dedicated on-line flight simf< are 
a rare breed. F-22 Raptor is the 
other notable in this grnre. and 
is obviously a very different 
gdme - much more arcade-like 
and lightweight. World War II 
flight siins seem to bv. evun 
thinner on the ground, the only 
ones springing to mind being old 
Mi era Prose efforts. 



Air Warrior III 



F-22 Raptor 



1942 Pacific Air Wat 
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Memory: IGMh 



Processor: Pentium 



Graphics: SVGA 



Sound: All major sound cards 



Controls: Joystick, flightstick, 
mouse, keyboard 




tzjcjcr^c 



Add about ten points or so 

and a Classic award if you 
play it on-line. 
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Start pfaying onfinel 




'The best online gaming service available 

in the United Kingdom" 

PC Format 
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'Thrust World... .tearing up the net 

for all it's worth" 

IVetGamer 





"A fine net 
gaming environment" , 

• •••^ 
PC Gaming World 

Join the action (9) 

http://www.thrustworld.co.uk 

Caff now free on: 0800 980 54 54 

Thrust World costs only £17.99* permonth.Theprkelndudes: FuII access to rhe internet, FuII membership of ThmstWorld and dII its semes, 2 E-mail botes, 
Access lo2B,D0Q+ nevisgroups, 8 :1 modem rorio, Incrediblyeosy setup, 24 hour lechniml support, Lccal rats coll across the JK, CiislomisedSoftworeond5MBolwebspoce. 

■Priie inrluftes VAT, aon9of(£12[onnfl[tionf8e is duo with you'rahrst poynBrl 

Thrust World Limited, 5 Denmark Street, London WC2H 8LP UK 
Email: sales@thru5tworld.co.uk 
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Plane Crazy^ 



When it comes down to 
complicated, technically- 
minded flight Sims, we give 
them to one of our resident 
experts; arcade stuff goes 
to the nearest moron: take it 

©away Patrick McCarthy. 
DOUBT WHETHER ANY OF YOU EVER 
watched the recent TV series Jeremy 
Clorkson's Penis Substitutes Around The 
World (or whatever it was called], in which 
the nation's favourite lanky dickhead travelled 
around the world gasping and getting moist at the tip 
over anything with a big engine in it. I only saw one 
episode. I have a very good excuse - I was eating my 
dinner, and it was either that or three fly-on-the-wall 
documentaries: a holiday one, in which fat, burnt Essex 
birds wobbled about in tanga briefs, constantly drinking, 
vomiting and eating, like some giant pink versions of 
bluebotttes [only less appealing]; a vet one, in which 
trainee vets bit the testicles off sheep and spat them into 
a beer glass during castration season; and a hospital one 
in which doctors armed with an endoscope attempted to 
make it onto the front page of Recttims Today. None of 
them made particularly desirable viewing or created a 
pleasant eating environment, so I had little choice other 
than to watch the lanky dickhead. (As everyone knows, 
it's impossible to eat without the TV on.] 



Anyway, in the particular episode I watched, some lunatic 
rich Americans put extremely powerful engines into World 
War II fighter planes and raced around s course in the desert 
marked out by telegraph poles. Everyone was very impressed, 
and Jeremy had a go and shrieked a bit He may even have 
got slightly turgid, (But probably not - EdJ Plane Crazy n a 
racing game based on this sort of behaviour (the racing, not 
the getting lurgid; yo"'!! have to go elsewhere for that). 



Planes, trains and mobiles 

You get three planes to choose from (all of which look 
distinctly UVWIl-ish): there's a fat American Brewster Buffalo- 
looking one, a Spitfirey-iooking one and a Messcrschmidty- 
lookirg ore. Bui you can paint them up in a number of 
disgusting colour combinations so that they look a bit more 
sporty and lifestyley. There are five courses to race around, 
and there arc network and internet multi-play options 
if you have lots of c-chums. There arc also a 
number of power-ups - which do all the 
usual stuff like slowing rivals down or 
speeding you up or whatever - which 
hang from poles dotted about the 
course like children's mobiles. 
Only they're rather more 
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'1 thought Plane Crazy would be one 
of those frantic arcade racing games 
- lilie Pod for propeller heads. 




a- 



useful, obviously. You fiave to fly very low to pick them up 
- ir fact, staying low is pari of the point af the game, ard 
you're constantly remirdcd by the commentator that the 
lower you fly, the faster you'll go. 

Airheads 

Anyway, giver the subject matter, I thought it was going 
to be ore of those frantic arcade racing games that moves 
so fast you have to wear plastic trousers with rubber bards 
around the ankles if you wart to avoid soiling the low-level 
furniture - sort of like Pad fat propeller heads You'd like to 
think so. It looked like it might be quite a laugh. And to a 
certain extent it is. To start with, it looks great: each coufse 
has been lovingly crafted - there are trains running along 
tracks through the desert, monorails lunning through a 
night-time cityscape that looks like something out of Blade 
Runner, a shopping mall to fly through, and spectacular 
scenety all around. And flymg is fun. 

Racing spoilers 

Unfortunately there are a couple of things that spoil it. 
Firstly, the planes don't really feel like planes - or, rather, 
they do in the fast, open bits, but when you bump into the 
background [which you will do| the plane behaves rnnre like 
you're hanging from a wire than flying. Obviously you're not 
going to get simulation-style flight models for an arcade 
game, but some semblance of reality would be nice. 

There's s very good reason why there isn't too realistic a 
flight model, and that's the fact that most of the courses are 
so tortuous and convoluted you'd think twice about potholing 
in them, never mind flying a plane down them. There are 
canyons wth rock formations blocking your way; back streets 
in Docklands with Uoyds Building-style duct piping everywhere; 
narrow, twisting tunnels with tiny entrances and routes so 



(Left) The lower you fly, the faster you go. 
(Below) You can paint your planes In a number 
of hideous combinations 



tight it's like something from the endoscope programme 
mentioned earlier - at times, you have to go so slowly to 
negotiate a path that you're hardly racing at all. And some 
of the courses have so many alternative routes that you start 
wondering whether you'll ever find a way out. They make the 
later courses in H/ipfouflook like a jaunt up the M1, All of 
this means it's very difficult - the manual even boasts about 
the degree of difflculty - even after you get used to the way 
the planes handle. And rather heavy going. 

Shame 

It's a shame because I really like some aspects of it, and 
there's a definite one-more-go factor. It's fun to race through 
streets and under monorails - in a way this is like a racing 
version of the ancient flying-and-filming game. Stunt kland 
- and if you're prepared for a long struggle you might get 
something out of it. 

But the one thing any arcade racing game needs is an 
adrenalin rush, a sense of speed. The Wka af Screamer Rally. 
fbdand f 197 all have this. It's why people play them. One of 
my favourite driving game enperiences is still the Wauchope 
stage from the licensed version af RAC Rally - a 160mph 
downhill thrash that's hard to beat for a sense of on-the- 
edge speed. You hardly ever get a feeling of speed in Plane 
Ooiy. since half the time you have to hold back just to 
dodge the next inconveniently placed obstacle. Even the 
fact that you can't save a Championship adds to the 
frustration - one loss and you have to start again. All in 
all. Plane Crazy is accomplished and it looks good, but it 
could have been a lot more fun. 




(Top left) Trevor's cataracts meant everything looked blue above ZOO feet. (Eattom left) Cross-winds burl you sideways at 
inconvenient moments. (Above) The battle for parking places in the town centre continues apace. 

lo ■ 
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It looks good and works in places. 
but you etpect foot- to-t he-floor 
speed and encllement from an 
arcade racer. The other games 
listed aren't really the same type 
(le this one's got planes), but 
Poif'i the nearest in feel - and 
they all provide a bit more speed. 

Plane Crazy 



formula 1 97 



Screamer Rally 



WipEout 2097 



Memory: IGMb [33Mb rec'd] 
Processor: Pie6 |P200 reed) 
Graphlis: SVGA (Direct3D- 
compatible card recommended) 
Sound: All major sound cards 
ControU: Keyboard, joystick 



Very hard, with no real 
sen^G of speed. 



Price: £39.99 
Release date: April 



Publisher: Europress 
Telephone: 01625 B59444 
Website: www.eu repress. CO, uk 



dan^'ts^ 
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Some mags give games to 
people who know most about 
the subject at hand; we chose 
to give this one to the person 
with the appropriate clothes. 
And Patrick McCarthy has 
an anorak. 

©HIS IS THE NEW VERSION OF 
last year's best-ielling arcade 
Formula 1 game. The informed 
among you will already be aware "^ 

that the '97' tag means you get what's 
now last season's teams. (They got it out in time for 
the PSX, but PC owners aren't so lucky.) And basically, it's 
had a huge overhaul and been given 3 new hi-res mode. 

Rrstly, all last year's track, team and car changes have 
been added - there's Melbourne, the Al Ring and Jere;; track 
safety modifications have been incorporated (Monaco's 
different around ttie harbour); and cars wear last season's 
advertising colours: WacLarens wear the Na;i-lhrowback 
Silver Arrows look, and Williams are in white and blue. 



The two racing modes. Grand Pri); and Arcade, are now 
radically different. In Arcade mode you can cut 
corners outrageously, tail-slide like a hovercraft, 
and get rewarded with adtlitionai tracks and 
other goodies. Grand Prix mode now has five 
evels of difficulty and more simulation 
elements, with more complex car set-ups - 
although it's still basically an arcade game. 
(You can also have random mechanical failures, 
whicti you'll switch off forever the first time you 
come into the stadium at Hockcnheim, leading on the 
lajt lap, and yoLir car dies.) 

As well as the Murray Walker random commentary effect, 
you now get pit crew messages in your earphones. The one I 



"lij this i^ersion you can run your 

computer opponents off the road - 

or 'do a Michaei\ as it*s known/' 



CffuEfiJa-Lc A.CJC 



The one drawback with the sexy new hi-res 
graphics (which was also true of the previous 
version) is thai you eithei need a 3D accelerator 
aid to run it, or a 4Mb graphics card. If you don't 
ve eilhei yel it's quite an extra outlay. Obviously 
• upgrade would serve you well in the future 
I won't {ust be for Ft 97. But if you're really 
ip«rali- to pljy the game nnd can't be aised to 
gr.i(l», buy .1 wi of firemen's cutters and hack 
I wiii-i> ■"!■• -,.,1 from your ur. Ihtndrrre:, 




As before, there are numerous 
different views on offer, including 
a new cockpit view (above right). 



o- 



heard most was "Are you alright?" as Ralph Schumacher 
ploughed into my head from behind yet again. This is because 
all the drivers now have different personalities [so stay well 
clear of both Schumachers). Where the first version fiad 
computer opponents who you couldn't budge from the racing 
line even by a tactical nuclear strike, this one has them 
crashing and making mistakes. And yes, you can finally run 
them off the road - or 'do a Michael', as it's known. As well 
as the (Vlurray stuff, Martin Brundle interjects with what 
sounds like excerpts from his book, A Downbeat Technical 
Guide To Motor Racing, and manages to sound marginally less 
interesting than Nigel Mansell delivering a lecture on the 
spread of lung disease in 19th century mining communities. 

Graphically speaking, the extra resolution means 'hello 
nice effects' when you hit some grass or take a shortcut 
through the sand, but bye-bye replays, and no chance of a 
rear-view mirror. And they've finally included a cockpit view, 
in Grand Prix mode. It's good - you can even have a tear-off 
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(Top left) If you manage to win the fhampinnshipin any mode, you get to do It all again In cars from the '6Ds (well that's 
what they're telling us). (Bottom left) In the pits you can watch other cars whizz past In the background while your 
mechanics cock things up and burst Into flames. (Above right) In Arcade mode, anything goes - even playing wheelbarrows. 

o 

visor effect. And it's better- detailed than the PSX vcision, ir 
whicli the arms-and-whecl arrangement looked like someone 
had nailed two scarves to a Cumberland sausage. 

Moans 

Once again, Psygnosis have proved that few minds are as 
illogical as those of programmers, by having a menu system 
that's even more convoluted than last year's. And 
considering you now have to change downforce set-ups, 
tyres and just aboiit everything else according to each 
course and the weather conditions, it's stupid that [a) you 
can't do so within the same practice or qualifying session 
lyou have to exit and move on to the next session], and (b) 
no one tells you what the weather's like before you start a 
session (yoL can start a race on slicks and find it's pissing 
with rain - perhaps you should get windows fitted in the 



garage). Plus there's the occasional background pop-up al 
busier courses on less than ninja machines. 

But these are minor faults in an otherwise good game. 
It's cornered the market in prouidmg Fl racmg for those 
who can't be arsed to learn the ins and outs of a full-on 
simulation like Ubi Soft's mmd-blowingly difficult offering, 
FT Racing Simulation, while still letting you make it difficult 
enough to pretend you're a natural racing driver with cat- 
like reflexes. Plus, this year, you get a LAN multi-player 
option, At the time of writing it was four-player, but they 
were aiming to make it eight, and may even release a patch 
for 22-player, which would be amazing if they managed li 
(but don't come running to us if that doesn't happen). Oh. 
and if you win the Championship in GP mode, you get to 
race about in a bit of Jim Clark-style '60s action - only 
ideally without the death bit. 



9m. 7^*-fiApjt:^tlvt^ 

Arfdde rdiing gdmiTS. There's 
millions of the buggers out 
there, and so many good ones, 
from futuristic stuff like Fod 
and Wiptoiit. to rootcd-in-lhc- 
present sluff like the fabulous 
Screainer Rally. t1 97 is a 
worthy addition. 



Sr reamer Rally 



WipEout 2097 
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Memorv: 16Mb 



Processor: P133 

Graphics: SVGA _ 

Sound: All ma|or sound cards 

CuntruU: Keyboard, joystick, 
gamepad, wheel 
Note: 4Mb graphics card or 3D 
accelerator support only 



Tftu.'Via^ TI^x/Ilc^, vcHJtwiJ. iMjcjtrMtpAijijtiM^ 




In the hUtoTy of human accomplishment, there can 
be tew who hauE risen to the top of a profession 
based solely on the ability to verbally communicate, 
despite lacking the most basic elements of such a 
skill. Murray Walker is one such man. Despit* the 
„ iact that he's a lauqhing iXoiV, famous for <i>d<ing 
I everything and making simple situations se'ir 
jipremely complex. ITV gawa him a huge conir.- 
vhan thay took over fl pittelv I .' ' mV' ^mi -x 



Anywiay, loads of his more famous verbal clangers get 
put into the game, and this year they've added even 
more of them (you probably noticed their TV 
advertising makes use of them). Here's the pick of 
the new ones: 

• "With the race half-gone, there is still only half the 
race to go..." 

• "Fan-las-IicI The first five places are filled by five 
different cars! Terrific!" 

• "He's obviously gone in for a wheel change. I say 
'obviously' because I can't see it..." 

• "And now do my eyes deceive me, or is that car 
sounding tough?" 

• "This Is a very interesting and exciting circuit 
because it has Inclines - and not just up, but down 
as well..." 

• 'As he pulls into the pits, I'm going to stop my 
slartwatch..." 

• "And now tht", . ,■ .■■i, inio the penultimaie fast 

I in III'! "!■- " 



One of the best arcade 
racers around. 



Price: D9,99 _ 
Release date: Out now 
Publisher: Psygnosis 
Telephone: 0151 2B2 3000 



Website: www psygnosis.com 
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SuperMatch Soccer 



As a Chester City supporter, 
Steve hill has seen some 
bad games of foothall. He 
has also seen some bad 
football games. 

®TEP BACK IN TIME... KAJAGOOGOO TOP THE 
chart, and Jan Ritman's Matrh Day rocks the 
Spectrum, spawning an equally successful 
sequel. Ten years on and Ritman's Cranberry 
Sojrce attempt to repeat history by reuniting 
with Ocean for a belated third instalment, entitled, 
naturally enough, Match Day 3, Following a mixed response 
from the UK press, Ocean renege and Acclaim step in to 
pick up the pieces. Then, in a sick twist. Match Of The Day 
step in and complain that the name of the game is too 
similar to that of their TV program. Hence the hastily 
modified SuperMatch Soccer, although Blonkety Bionics 
lawyers are understood to be looking in to the matter. 

Of course, we first saw Match Day 3 many months ago, and 
it looked far from posh then. Now, in the wake of Aetna Soccer 
2 and FIFA: Rood To World Cup 98. it looks positively scrjffy. like 
a filthy gypsy in 3 rich rnan's world. Visually it's definitely the 
poor relation of the current batch of football titles, the sparse 
graphics laetraying the game's origins and cocking a snook at 
recent technological advances. The players m SuperMatch 
Soccer are made up of Cranberry Source's SQ-calletf polar 
sprouts, of which much has been made. To this day, nobody in 
their right mind knows or cares what a polar sprout is, and we 
never ever want to hear them mentioned again. 

In reality, the players are actually more cabbages than 
sprouts, proving to be fat, lazy bastards. The sprint button gives 
them a brief surge of pace, after which they are left retching 
and wheezing before being able to regain any kind of speed - 
much like Teddy Shenngham, in fact. Furthermore, rather than 
the slick motion- capture that we have become accustomed to, 
they adhere to some kind of improvised Lambeth Walk, running 
as if they've fouled themselves. At least you can see where they 
are though, the pulled back view of the pitch offering a variety 
of players to pass to. 
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'7n reality, the players are actually 
more like cabbages than sprouts, 
proving to be fat, lazy bastards. " 




SuperMatch Soeeer features some rudimentary international 
competitions, tliough their rankings don't quite match tliose of FIFA 
-- Denmark's inexplicably high placing coincides with a programmer 
called Jorgen Lundman. 
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Panuaal 



1. Braiil 


13, Norway 


2. Spain 


14. Japan 


3. Denmark 


IS. S. Africa 


4. Germany 


16. Scotland 


5. Netherlands 


17, Sweden 


6, Ruslia 


IS. USA 


7. England 


19. Portugal 


B. Italy 


ID, Auitralia 


9, France 


21, Belgium 


10. Columbia 


12. Rep, Ireland 


1 1 . Argentina 


23. N, Ireland 


11, Czech Hep 


24. Wales 



Beyond the ultraworld 

Except there's no pass button. Or shoot button, for that matter. 
Instead the leather orb is transported via three kick buttons, 
each delivering a different height of punt, with the amount of 
purchase dependent on the duration of the button-press. This is 
where Cranberry think they're great, bucking the trend against 
the numerous automated 'pass and shoot' games where the 
computer takes over and effectively alleviates much of the skill 
factor from the games player 

Without wishing to pontificate too deeply over what is after 
all a piece of entertainment, this docs raise the question of who 
you are when you play a football game. Obviously, in a Doom 
game you're the man with the guns. But in football - or any 
comparable team sport - are you the manager, the coach, God, 
or some kind of King of Space? Or are you representative of the 
team as a whole, your soul passing to the players down the 
wire of your joypad? Should you expect your players to show 
some degree of innate competence, or should you be 
responsible for their every move? 

Cranberry clearly believe the lacier, as even bringing the ball 
under control requires timing and skill. SuperMatch Soccer is 
certainly no pick-up-and-play affair, and has an appreciable 
learning curve. At first it appears to be blind football, with only 
a bell in the ball required to complete the macabre image. But 
with practice, progress can eventually be made to the point 
where it resembles a third-division simulator. Viewers of ITVs 
Notioni/vidc Goals Extra will be familiar with the form; sluggish 
players, misplaced passes, glaring misses, pinball-style 
goalmouth scrambles, horrendous goalkeeping errors, and goals 
scored with every part of the anatomy. 
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(Above left) The penalty system Is average, and you won't see many spectacular goals. More scrambled efforts (right). 

lo 



Score a goal 

Contrary to the beliefs of know-nothing armchair buffoons, 
lower-division football isn't always tbe tedious, soiil-dcstroving 
journey to tbe outer recesses of hjniar misery that it's made 
out to be. It can actually sometimes be quite exciting. And the 
same is true of SupeiMatch Soccer. After all, a goal is a goal, 
and it's not how, but how many that's important. Dramatic 
diving headers and arcing volleys from outside the area ate 
ptetty Ihin on the ground, but the game isn't short of 
goalmouth action by any means, with numerous neat-misses 
drawing the requisite 'oohs' and 'aahs' from the participants. 

To get the best from the game, you have to learn how to 
play it, rather than simply treating it as just another football 
game. Instead of relying on always playing balls to other 
players' feet, it's often better to play the hall into space and 
have players run on to it. 

Of course, the various buttons utilised in playing the game 
require a degree of manual dexterity and no small physical 
effort, and blistered fingers are an occupational hazard. But 
with a couple of days' practice under your belt you should be 
able to beat a newcomer without fail. And that's the point: to 
be good, you have to get good. 

SuperlWatc/i Soccer LS by no means the finished article, and 
only a liar and a cheat would ciaim otherwise. The sound is 
perfunctory at best, with no commentary, and the crowd noise 
is akin to holding a shell to your ear. The game clearly resides in 
the Mo Frills section of the gaming supermarket, but there is 
definitely something about it. Playability, anyone? 
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In fiHrtball games, accuracy is 
sverything. Unfortunately Acclaim 
have battled it, and all the player 
names in SuperlUatch Soccer are 
clearly made up. It is possible to edit 
them, although If you're going to be 
that anal about it you might as well 
store your football programmes in a 
laminated folder. 
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The PC is hardly shy of footbiill 
games at the mompnl. and wilh 
Ihp World Cup looming a further 
flurry is Fspedrd. SupeiMaUb 
Soccer lakr.s a diffprcnl approach 
to most of them, and ta some 
cttenl it works. Althoue;h not 
quite world-class, there are 
certainly worse ^ames. 

SupprMatch Soccer 



Atiua Soccer 2 



FIFA: RTWC 



Kick Off 98 



Match Day 



Memory: 1GMb 
Processor: P90 

Graphics: VGA/SVGA 
Sound: DirectX compatible 

Controls: Gamepad, keyboard, 

ioystick 
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It's cheap and it looks it. 




(Above) Ludicrous celebrations ate par for the course. (Left) England practising the time-honoured aeroplane move. 
5u/ierMa(cJi Soccer features a number of made-up stadia, of which this is one. 
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Price: E19.99 

Ritlease date: TBC 
Publisher: Acclaim 

Tt-lephone:0171 344 5000 

Website: www.acclaimnation.com 






rui&onQi Cumi^ut^i? 



95 






milSll CATAPILLAKS 
ARli; DEADLY 
1 AT A TIIOIJSAM) METl 










•r«- - 



» • • • • • ^"•-•^ii'^i 



'^i^^i-^vK"**-*' 



U^y.^..^^^.*:.*..*..! 








1 



7 






■i'* -J**,' 



V 



./ 



',i 



^ art- 'j ' ■■ 








p^"^ J -> Jf J 


^fl 


I^IHI^ 


Ml 


<''i '!» ^ ^ 


1 J 



iPanzer '44 puts you in command of the greatest tanks ever - the 
steel behemoths that dominated the climatic ground battles ot 
World War II. Assume the role as aggressor or defender as you 
experience first hand what is was like to rumble along in the 
American M4A3-76H\/ 'Sherman', German PzKw V G 'Panther' 
and the T-34/85 from Russia. History is yours to relive - or rewrite! 

• Fight on the Western or Eastern fronts in over 80 unique 
areas with randomly generated battles for a wide variety 
of fighting scenarios. 

• Battlefield support with artillery, fighter-bombers and 
rockets from all sides! 

■ Command a single tank, a tank platoon or take control of 
an entire force including air support, artillery, infantry and 



Multiplayer options via modem, LAN or Internet. 
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3D accelerated to display 
3D graphics. 

AVAILABLE IN MARCH 
www.imagicgames.co.uk 

iPj^fJZEPJ4 15 fl registeied iradamark 

d1 Interacliwe Magic ©1998 An nghls reserved 
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Red Line Racer 



Steve hill buffs up his 
helmet and straddles a 
throbbing beast (reviews a 
motorbike game). 

0N THE DAYS WHEN DICKIE DAVIES' 
grey hair waj confined to a streak, 
motorcycle racing was one of the 
mainstays of ITV's World Of Sport, along 
with speedway and, of course, wrestling, 
grapple fans. Rainy Saturday afternoons were 
vaguely bearable, the magnetic Barry Sheene 
was a household name, and America's 
bizarrdy monickered Randy Mamola 
always guaranteed a smirk. 

Great day5 indeed. And Ubi Soft are 
now set to relive Ihem with the 
release of Red Line Racer. Of course 
they're not Thai would be 
ridiculous. But it is a motorcycle 
racing game. Taking the 
helm (Hondleban? It's a 
bike, not a boot - Ed) of a 
superhike nf your choice, 
you are placed at the back of 
a field of 20 and given three 
laps in which to plough your 
way to the front, weaving in and 
out of the traffic with some style. 
The tracks are themed around such 
disparate environriients as Alpine, English country lane, 
beach, and desert canyon, with further courses becoming 
available in a performance-related manner. There's no actua 
championship mode as such though, which is becoming 
something of a worrying trend in racing games. Not 
worrying in the sense of impending doom or imminent 
bloody conflict, obviously, but it's all relative. 

Token tokenism 

Graphically, for the 3D cardholders among you it all looks 
very nice. In fact it looks like pretty much every other 30fii 
game, hut that's another story. A token helicopter looms 
into view every so often, and the token lens flare is thrown 
about liberally giving it an Fas}/ ft/der feel, albeit 
accompanied by shit generic 'game' music of the 
worst kind. In the third-person view, the rider's 
arse shifts around in his seat in a fairly 
convincing fashion, and the bike leans over 
until leather-clad knee scrapes hot tar. This 




Snow news is good newrs. {Sorry,) 




is all the more frightening in first-person, where the 
horizon lurches about violently with the negotiation 
of every bend. Furthermore, the Inclusion of a 
turho button enables you to pull some 
impressive wheelies. thus impressing any 
watching girls. 
Further hilarity comes in the form of 
secret 'bikes', including a dinosaur, the 
Criterion dog logo and the craft out 
of Sub Culture. Best of all though 
s a Ouodfop/ren/o-style scooter, 
enabling you to give it your 
best Phil Daniels Impression. 
Unfortunately, pleasuring 
Leslie Ash in an alley isn't 
part of the deal. 

Raggv dolls 

One of the more impressive aspects of the game - and 
the one causing most merriment in the office - is the 
spectacular crash seguences. Get it wrong and your rider 
is tossed into the air like a tag doll, screaming in pain and 
flailing pathetically as his fragile body is shattered by the 
immediate scenery. In real life - whatever that is - if he 
was lucky enough to survive, the next few months would be 
a long, tortuous road to recovery, eating through a straw 
and becoming a burden to his friends and family. However, 
Red Line Racer is not a documentary, and your plucky rider 
is soon back on his trusty steed, happy and ready to ride 
again. Which is nice. 




n circle) Oh my God! Oh Jesus Christ! 

Oh not Give it too much wellie and the 
rider will break every bone in his body 
(but be roaring off again in seconds). 



9m. 'pr'tt Afn\f4^7vw 

Motorbike games are nowhere 
near as popular as idr-bdsed 
affairs. Fllher bPcause they're 
harder to make or just a bit too 
limited. Either way. it ivould have 
received a mu(h better score if 
it was priced more keenly, like 
the Streamer %ame^ and the 
eitellent Ultimate Race Pro. 

Red Line Racer 



Road Rash 



Mo to Rater 



Manx TT 



Memory: 32Mb 

Processon PI 33 

Graphics: 3D accelerator card only 

Sound: All major sound cards 

Controls: Keyboard, joystick, mouse 
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If you must own a bike 
game, then this one is the 
best to date. 




Price: £39J9 _ _ 
Release date: Out now 
Publisher: Lbi Soft 
Telephone: 0181 944 3000 
Website: www.ubisoft.CDm 
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Ubi Son Entertainment Ltd., Vanxatta House, IcWeirnoad. Wlmhleilon. London SW19 8UX 
Tel: ni81 944 9000 T Fat: 0181 944 9400 • e-mail. genatalOuhisDll. co.uk - litlp://wwvii. iibisolt.co.uk. 

01M7TlK3W)C0iair^'(linvWHl[li;«nBuliriii,MigliljnilWigpVliiiitlHvMrr-,. I ,rsgii:ir;[rjO!rii,irlnii'ntrir<i!||iiBrmTnl!ri]^iolIl[«£eUjiii|iarr) «1 njriE rKtrrai 




inimny V/lrK)Dr^'^Jfl'i5U iv^iptTa, 



i nf Mina^r Coiparaiuii 



iB!Emm ..^ta.-," I jhi Soft 



I 



KjCX/TjCJIMA. 



LtUm@te 
Race Pro 




We continue our stringent 
policy of giving driving 
games to malco-ordinated. 
vehicularly challenged 
inadequates. Steve Hill, 
start your engine. 



o 



OOK CLOSELY AT THE SURROUNDING 
pictures. Now imagine them a lot bigger 
and moving at high speed 
into your face. That, 
in a nutshell, is the 
Ultim@te Race Pro experience; 
although what's going on with 
that '@' is anyone's guess. 

For those 3Dfx-ed up, or indeed PowetVR- 
ed up, it's a handsome looking game, and there is a 
tangible sensation of speed to be had, accentuated by 
some perilDus obstacles. In particuiar, one course 
features a toll liooth-type arrangement much like the 
Severn Bridge, which ieaves iittle room for error. Attempting 
to squeeze through a car-width gap at over 100 miles per 
hour, it's difficult not to flinch, despite the fact that there's 
no risk of personal injury, barring a freak monitor explosion. 

Can't drive, won't drive 

By far the best thing about lJ!tirn@te Race Pro. though, 
is the way \he cars handle - that is, totally unrealistically. 





Kalisto have 
succeeded 

in creating a 
game rather than a 
simulation, and for this they should be applauded. Within 
minutes, it's possible to throw your car around with little 
concern for the Highway Code, fellow road users or the 
immediate scenery. Braking at the last second, performing 
an unlikely ISO-degree turn and accelerating out of a bend 
is pretty much par for the course. If the car begins to slew 
violently across the road, easing off the gas for a second 
enables you to escape with no more than a few skid marks 
- on both the road and the lining of your tanga briefs. 
Furthermore, high-speed collisions result in only superficial 
damage and the loss of a few seconds. This is all as it 
should be: any Top Geor dullard who insists on realism can 
go and sit in traffic with the rest of the drones. Three-point 
turns and double -declutching are not the stuff of fantasy 

Dip, don't dazile 

As for token quibbles: the headlights are a bit odd, and the 
turning circle could be tighter - far too much reliance is 
placed on the handbrake turn. But the biggest flaw is the 
lack of a Championship mode, which is provincial sloppiness 
at its worst. Ultim@tely (clever wording, cheers) though. 
Ultimate Race Pro is a very cool game, 
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Ullimme Race Pro caters lor people with a LAN of high-end Pentiums (people who work on PC magazines, 
then), although even with only three plavc's there was a degree of jerking in evidence. As well as hot racing 
action, Ultinn@te Arena is the venue for some superb deathmatch encounters. Indeed, the game managed to 
usurp Quake II for upwards of an hour, leading lo all manner of office-based fun. For taunting purposes, the 
keys M 10 F5 can be used to send messages, which are inevitably of the foul and abusive variety; and It wasn't 
. , lonii before the default tettinqs |iJ^^ as^^^smv ajjih^!!! yjer^^ltered to something rather more iniultjngi 



5?*t 7^41.ftA^C<l±lv^. 

There are mote driving games 
available (or the PC than there 
die hairs on a gibbon's trattom. 
Consequently, coming up with 
one that stands out From the 
crowd is a tricky task. Ultimate 
Race Pro unashamedly goes for 
the arcade approach, and is one 
of the best of its ilk. particularly 
for the 'nice' price of 20 quid. 

Lltlm@te Race Pro 



Network Q RAC Rally 



Screamer Rally 



Memory: 1GMb 
Pra(es50r:Pl33 

Graphics: SVGA 
Sound: All major sound cards 
Controls: Keyboard, joystick, 
steering wheel 



3D 
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Start the car! 
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Price: £19,99 
Release date: TBA 
Publisher: Micro Prose 
Telephone: 01454 893893 
Website: www, mi croprose.com 
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ONE MONTH 



trial of the 
Internet 
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Air Warrior III. 

Thousands of great pilots 

have already bought it. 

Will you? 



^£^i> 
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AIR WARRIOR III. Over 450 missions of heart pounding, head spinning & dog fighting. 



INTERACTIVE M 

MAGICB 



AIRVfARRIORIII 




AIR WARRIOR III SUPPORTS SDin AVAILABLE FEBRUARY FOR WINDOWS 95 CD-ROM. www.imagicgames co.uk 

All WsFrmr IS s renistBrcd IrdiiBFTUrfcol ItiB Kosmai Cnrpor.ition SCop^rlgliL 1(93 Kesnial Corporation All rmhtE reipntd LlneOiie 11, a legistBrid IraUBftiBrli of BT md Ne'^? IntErnitional. IriLBriaivE Magic Is a reslstErod naaomirk ol intcractj^E (iLigiE. Inc 
Windows 95 1^ a [EgislsredlrademBrkol Microsoft CorpnralKin AllutriEr LradeiTiarkaafelh&proportvollliBlrrE^l>Ecllvea^vnEr£ ©Cupynghl I9M Inlerac^ivB Magjc, Ipc All nphTs rft&Ervcd. 
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Last Bronx 




Patrick McCarthy has sworn 
solemnly never to take the 
path of violence. These days, 
he always drives. 

©rs BEEN A WHILE 5INCE WE SAW A 
decent beat 'em up on the PC. And this 
is a mare than decent beat 'em up, with 
Just about everything you could wish for. 
It's set in the spookily feasible near future, 
in which the Japanese economy has collapsed and 
gangs now roam Neo Tokyo, beating the shit 
out of one another. They soon get bored 
and decide to settle things with a 
tournament. So off we go on 
a roller-coaster ride to 
Fractured Skullsvllle,,. 

Take your pick 

Thcfc are all the usual Dptinrs - Arcade 
mode Ipfctcrid you're in an arcade, 
eiccpl it's nol cDsting you a fiver a 
minute), Survival rnode [take people 
or one at a time, but your energy 
isn't replenished between bouts). 
Team Battle Imck mob-handed, tag 
team-style) and PC mode la 
story-telling mode in which you 
watch Manga-style movies 
about your character's life 
between bouts]. You can 
also fight two-player on 
the same machine or over 
a serial link, and up to six- 
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(Above) It's at timas like this that you find 
a rigorous personal hygiene regime really 
stands you in good stead. 



player rumbling action is yours for the asking with a 
LAN or modem. 

Where's your tool? 

f you haven't seen a beat 'em up for a year or so, 
you'll be pleasantly surprised by how much less 
American beat 'em up types have become. There isn't 
a Miami Vice haircut or shmy jacket with the sleeves 
rolled up in sight There's also a marked lack of 
enthusiasm for turning up unarmed - basically, 
everyone's tooled up. 

The characters - there are eight of them - are 
great. Among them there's Lisa, who basically 
cts you (finally) get to heat up Baby Spice; 
Nagi, another blonde chick, whose weapon of 
choice appears to be two kebab skewers; 
and Zaimoku, a monster with a dyed 
goatee beard who is wielding either, 
a) a very big mallet indeed, or b] a sofa on the end of a 
scaffolding pole. There's also Kurosawa, who - as befits a 
man named after a film director - seems to prefer to beat 
people over the head with a tripod; and most unorthodox 
of all there's Yoko, who enjoys attacking people with two 
sawn-off legs from an IKEA coffee table. 

It's done in a 3D stylee - except the carnera sticks to a 
side-on view at all times. But you can jump up onto walls, 
and roll in and out of the screen. And other cool stuff. 

Ho ho ho 

Basically, it's a great laugli. At the easiest level, you can get 
quite a way through it just by hitting buttons quickly, but 
there are over 40 moves per character to learn as you get 
more skilled. You'll do better if you have a decent gamepad 
or two, of course, but it's quite playable even with two 
keyboard-using players. The Manga-style presentation is 
cool, and is for once echoed in-game, with the characters 
looking the same as in the movies. Refreshingly, all the 
female characters have their tits well covered. The LAN and 
modem multi-player options are a bonus - and probably 
safer than playing two-up on the same machine, which 
always escalates into real violence. All you have to do now 
is convince some other PC users to buy it 
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(Top left) "Periiaps now you'll think twite about dlssing 
my Davy Crockett hatl" cried Lesley. (Left) The old twin- 
vibrator attack never failt. 
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Decent beat 'em ups on the PC 
are few and far between, but 
this is one of the best we've 
seen for ages. There's probably a 
supposedly humorous Sega-type 
reference in ttiere somewhere, 
but we can't be arsed to work 
one out. Suggestions on a 
postcard, please. 

Last Bronx 



Virtua Fighter 



StreetPighter II 




Memory: 16Mb 
Processor: P133 [Pl6S 

recommended) 

Graphics: SVGA 

Sound: All major sound canls 

Controls: Joystick, gamepad, 

keyboard 
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Slapstick fun. And 
siaphammerfun. And slap- 
plank fun. Get the picture? 




Price: a9.99 
Release date: Out now 
Publisher: Sega 
Telephone: 0181 995 339a~ 



Website: www.sega.cam 
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REAL DRIVERSr REAL VIEWS J 
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Actua hockey 




Patrick McCarthy got 
surprisingly excited when we 
told him we had a hockey 
game for him to look at. In 
fact, when he left the 
building we could have sworn 
he was trying to hide a full- 
on chubby. 

©AMN. I THOUGHT THIS WAS GOING TO 
be field hockey - I wa; loohing forward 
to a StTrinian; simulation, with women 
running abojt in gymslip^; beating the shit 
out of their opponents with pieces of wood. 
Speaking of which, did you ever notice the weird effect 
that time had on the girls of St Tririans? At 1 2 they're 
about three feet tall and three feet wide, with hair that 
looks like it's been set on fire. They go away for the 
summer holidav, and when they come back they're 
slatternly 30-year-old women with stockings and 
stilettos, and mouths that look like they 
could suck the top off a fire extinguisher. 
(Although admittedly they seem to be 
wearing the same skirts.] But there's '^^s'1 

nothing in between... Most odd. 
All of which has nottling to do 
with this game, because it's ice 
hockey, not hockey. Mind you, if 
a games company wanted to 
inject a hit of Lara Cfoft -style 
madness into a sports game, 
hockey's the way to go: 
large-breasted women, 
short skirts, urtrammelied 
violence... it's got the lot. 
Alright, so you might have to 
give them thighs like prop 
forwards, but that never did 
Chun Li ojt of StreetFightcr 
any harm. 

Ice and easy 
(ho ho) 

Ice hockey, then. Anyone going 
up against the game-playing 
meistcrmcrk they call NHiSShas 




(Above left) I thought I told you not to go for the cheap I 
seats? (Above) "The annual Costumed Farting World I 

Championships kicked off today in Alherta..." I 

o ■ 

to come up with something pretty amazing to get any 
attention. And while Acttio Hockey is decent enough, it's by 
no means as good as EA's festival of fun. The graphics here 
are pretty good (as long as you have a 3C card, otherwise 
the players look like a shotgunned cereal packet), and when 
you score there's a nice lighting effect that's a bit like a 
cross between Holiday On Ice and a sixth-form disco. The 
controls arc simple and intuitive, and it moves pretty quickly 
(but on anything less than a 166 you'll see more jerking 
than on a Boy Scouts' camping trip]. And it's got the 
Olympic licence, which means you can play through a 
complete tournament at Nagano. 

Ice plops 

On the other hand, the commentary sounds a bit home- 
made and the player selection can be frustrating - set it to 
Auto and it makes unwise selections when you're defending; 
but set it to Manual and you don't even get automatic 
control of the player with the puck, it's also not unknown 
for two teams to take to the ice in identical uniforms - 
which is less than helpful. And putting 'whi?7 marks' on the 
puck when it's hit about isn't going to convince people it's 
moving quicker than it is. 

Most of these points could be overlooked if it was the 
only ice hockey game out there. But unfortunately there's 
no way anyone would want to buy it after having seen 
NHL 98, which is better in every respect. Consequently 
it's difficult to euen give it a Recommended score. And 
we never attempt anything too difficult. O 
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Select the 'Manual' option and you don't even get 
automatic control of the player with the puck. 



$7»» JtTlJL^iccilVC. 

If you've always wanted to play 
through an Olympic hockey 
tournament, this is the game for 
you. It's got every national team 
out thoe: allhauc;h you could 
argue about some of the ratings. 
In every other respect, however, 
it's infcfioc to \t1i 98. And MIL 
97. tome to that. 

Atlua Hockey 



Sim .St Triiilan« 



Memory: 16Mb 

Processor: P90 

Graphics: SVGA 

Sound: All major sound cards 

Controls: Joystick, gamepad, 

keyboard 



Not bad, but we've all seen 
much better. 






Price: £39.99 



Release date: Out now 

Publisher: Gremlin Interactive 



Telephone: 01142 753423 
Website: www.gremiin.co.uk 
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-^ Haife ive left anything out? 

• UNLIMITED mail addresses • FREE connection 



• Free 5Mb web space 



^ FREE software I 

• f 00% UK local call access mi %/ 56fr read^ ^ , 

• 2A hour 7 day technical • Further 2 months free isa 
support =^' k&^'ii^lBS^S^^ included in annual subscription 



^ Domain name registration Wi^ 
& other business services available 



■,f;^<?S?- 



Sitnply call 

0800 072 0723 



*Il' T-!. . ', 



ClaraNET 



TM 



for your free connection pack internet Service Provider — ' 

ClaraNET Limited, Vinery Court, 50 Banner Street, London EC1Y 8QE * 
Tel: 01 71 9033000 Fax;0171 9033001 E-mail:sales@clara.net www.clara.net 
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This month we've 
squeezed in even 
more games in an 
effort to give you 
the complete guide 
to every new release 
- good and bad. 
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ULTIMA COLLECTION 

What we haue here, ladies and gentlemen, is a 

mmprehensive history of role-plavif? of tfif PC, 

Every single Ultima game released (I to VIII] is present 

and correct in this cQllectinn. The later UiUmos included 

here are worth the asking price alone, hut let's take a look at what 

yoj actually get for your money 

Ultimas I to IV: very basic graphics, massive game worlds, brilliant 
puzzles and incredibly addictive gamcplay. Ultima V: more of the same, 
with better graphics and full party development. Ultima VI: a major step 
forward for the series. With vastly improved graphics, better character 
development and tfue character interaction, this was the first game to 
really put the Ultima series on the map, and it's still as playable today as 
it was then. Ultima VII: still considered hy many (including myself) to be 
the best role-playing game of all time. Origin took everything that was 
good about Ultima VI and made il bigger and better. Personally, my fondest 
memories of Ultima VII are the conversations between the characters, which 
at times were absolutely hilarious. Fab. Classic. A bit good. Get the idea? 
Ultima VIII: slightly disappointing in as much as you control a single 
character, as opposed to a whole party. Widely criticised for requiring the 
be5t PC in the world at the time, this is now no longer the case, of course. 
Graphically far superior to Ultima VII, it's still a fantastic game, although not 
quite as compulsive and life-stealing as Its predecessor. 

I would strongly adyise any developer currently working on a role-playing 
game to check out this collection immediately, because within it are the 
definitive benchmarks against which their game will be measured. 

And my advice to you? Go out and buy it. Buy it right now - every home 
should have one. 

Chris Anderson 



Publisher: Ori?in/Ele[ Ironic Arts 
Tel: 01753 549442 




SABRE ACE 

Flight sims have been coming thick and 

fast of late, hut what differentiates 
this one from the 1001 other titles is 
that it's based during the Korean Air 
War - the only time that Russians and 
Americans 'officially' fought against 
each other. In gaming terms, it's been 
a very long time since anyone's seen a 
jet-based sim set during the pre-radar 
period [the only one I can remember is 
Flight Of The Intruder, which was set in 
Vietnam, ancient and crap|. So addicts 
looking for something a bit different 




should find it here. Well, in theory... 

Starting off, you're treated to a 
prosaic Intro. After that, you're greeted 
by a menu that enables the usual 
choice of career or quick mission, and 
once you've set things up to your liking 
It's up, up and away... And suddenly 
things go from bad to worse. 

Firstly, the graphics. Look at the 
screenshots - have you ever seen such 
bad texture-mapping? Well, not in a 
flight sim, no. Sadly even a 3D card 
won't help: at 2000 feet rivers seem 
to flow over hills and textures don't 
match up at all; at 20,000 it looks 
" like you're in orbit, and some textures 
aren't even there. 

And there are gameplay problems 
too: some of the key combinations 
are illogical, and the accelerated time 
function IS too slow. Players who rely 
on radar and guided bombs will obviously 
find things hard going. And because it's 
based on Korea, you don't get the usual 
tours of duty in other countries. 

Anyone interested in the Korean War 
is likely to be disappointed; too many 
details are missing to appease serious 
sim fans, and the lack of any arcade 
functions will repel everyone else. 
Basically, avoid. 

Richie Shoemaker 



Publisher: Vlt 
Tel: 1)171 368:^255 
Price: £.39,W) 



JAZZ JACKRABBIT 2 

You don't really need to know the plot 
behind this, do you? The raison d'etre 
behind 40 levels of chasm-leaping, 
tortoise-twatting and girlfriend- 
saving? No. of course not You want 
to know whether this, the latest in 
a dying breed of platform games, is 
worth buying. Surprisingly enough, 
Joz2 Jocktabbit 2 is actually a pretty 
decent game. This time the eponymous 
hero has been joined by his ganja'd-up 
brother Spaz who, contrary to the 
effects of the demon weed on most 
people, IS pretty tuned in to the task 
at hand. You can choose to play either 
of them in the quest to rescue Eva 
Earlong, Jazz's bird (or bunny), and 
the usual platform tricks and traps 
are there to help and hinder you. 

The graphics are on the diminutive 
side compared to those of other 
platform games, but this means a lot 
more of the game area is on-screen - 
hardy for planning your next move. The 




'ambience' of the game is different as 
well. Though naturally linear, the levels 
almost have the feel of an adventure - 
almost. Thankfully, the obligatory timer 
has been left off so you can ponder 
your way through the levels. And with 
the inclusion of various weapons, you 
even get to deathmatch bunny-style. 
Co-op, Capture the Flag and race 
games have been implemented, but 
while It doesn't hold a candle to the 
likes of Quake, that's not so say it 
isn't fun. Consider it a trainer for 
those eager to frag their way up 
the deathmatch career ladder. W'rth 
Jazz Joclirabbit 1 and a level editor 
included, you can't really knock it for 
value. And if you don't usually go for 
this sort of thing, you might just find 
yourself pleasantly surprised, 

Richie Shoemaker 



Pub'r: United Interactive 
Tel: 0171 i7q lll.i 
Priee: E34.99 
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THE QUIVERING 

BorrnwJng from almost evety horror 
cliche available, tfiis adventure owes 
almost as much to films like E>/il Deotf 
as it does to the text-tiased adventures 
of old. As Josh you must rid tlie world 
of the demonic 'Big D' by collecting 
imps and objects littering tfie way. 

The game kicks off outside an 
English pub, and it's not long before 
you find your uncle (transformed into a 
raven], who tells you what's been going 
on. The developers have tried admirably 
to inject humour, and while there arc a 
few good lines, it's hard not to^inge 
at the attempts at facetiousncsyfrom 
our disparaging hero. 

Sraphically, it's reminiscent of_the 
recent Joumei'mDn 3adventiire where 
you have a full 360-degree field of 
view and pre-rendered movement 
between the various locations. It 
actually works very well, even though 
having to press the spacebar to skip to 
the neKt place soon becomes awkward. 

As mentioned previously, the 'feel' 
of the game is decidedly old-school: 
access to certain areas is only allowed 
by possession of the relevant object, 
and without the correct items in your 
inventory, death always seems to be 
just around the corner. This problem 
is compounded by the lack of limitless 
savegames - each imp you collect 
allows you to save the game once. 




The adventuring itself is pitched at just 
the right rlifficulty, though seasoned 
adventurers will hardly find it original. 

Some of it's frustrating (such as 
not being able to skip through speech, 
for example), but on the whole The 
Quivering is a plucky little adventure 
that, while it doesn't break any new 
ground, is certainly worthy of approval 
for simply being entertainment. 

Rithie Shoemaker 



747 FOR MS FLIGHT 
SIMULATOR 98 

Like Microsoft's fl/ghlS/m series, 747 
jumbos are big and not particularly 
nippy but very nice to have a ride in. 
Oh. and they've been around for ages 
too. Tenuous links aside, one of the 
better points about Fliglit Simulator Is 
that Microsoft have made it an 'open 
architecture', which means that, as 
with Quake, third parties can develop 
planes and scener/ that can be added 
to the basic program. 




747 is 3 set of add-ons for both FS9B 
and FS95 based on the Boeing 747. 
Launched in 1968, 747s have been in 
service ever since, largely because of 
the nice spiral staircase and bar area 
that makes flying long distances so 
relaxing for busy execs. 

747for MS fS9S gives you nine 
different jumbos to try out, and 
three new scenery areas - Frankfurt, 
Dusseldorf and Nice, The planes are 
mainly German, too, which isn't 
surprising as they were developed 
with the help of a Lufthansa pilot. 

The flight models feel pretty good, 
it only takes about 20 minutes to get 
into the air. I tried to loop a couple of 
times, but this ended in carnage, fhe 
control panels are also hugely baffling, 
with absolutely tons of dials, which 
should appeal to realism fans. 

The biggest problem with 747is that 
it's too specific. It's all very nice having 
extra planes to fly, but there are tons 
of these available on the Internet for 
free, fhe scenery's nice too, but again 
you can get this for nowt on the Net. 

Unfortunately, the most interesting 
period in German aviation is WWII, not 
the 19705, so unless you're obsessed 
with German 747s I'd wait until 
someone releases Hcinkel for FS98. 

Dave Mathieson 



DEMONSTAR 

Dcmonstor [successor to the mild 
shareware hit Roptoi) whisks us back 
to the flat, scrolling world of games' 
pleasant past. For those old enough 
to remember, it should prove to be a 
welcome diversion - but that's all. 
Waves of swooping aliens and side- 
firing homing missiles are par for the 
course, as are the obligatory end-of- 
level muthaships and occasional 
asteroid storms. For a ten-minute blast 
it's perfect entertainment. The sound 
is big and beefy, and the graphics are 
detailed without causing too much 
confusion - but piay it for half an hour 
and you'll feel like you've been wearing 
onion spectacles - the viewing window 
is so tiny You shouldn't have to switch 
resolution to enjoy a game, and doing 
so for DcmonslDf" isn't worth the effort. 
Richie Shoemaker 



Publishpr: Instcinl .Attess 
TrI: 0IS1 20'i .*'i96 
Prke: t19.99 
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WEIRD 

strange things exist in this 
crazy world... but tVe/fd isn't 
one of them. 'Boring' is probably more 
apt to describe this cross between 
The Tortean Times and a bad Zork 
adventure. The 'aim' is to wander down 
dark corridors, looking into windows to 
discover vaguely interesting facts about 
people born with extra fingers or two 
heads. Occasionally, and to progress to 
the next level, you have to complete a 
challenge; the first one demands that 
you unlock a colour-coded door by 
remembering and copying 'Simple 
Simon' style which colours light up in 
the correct order (yawn). The graphics 
are detailed, but the screen-flipping 
technique died years ago with Mfih. 
If Weird lived up to its name, it would 
have fared so much better. 

Richie Shoemaker 



Pub'i: \1<i( Milkin Inli^rsrliM' 
Tel: (1171 MSI ROOO 
Price: t19.99 




BALLS OF STEEL 

Balls Of Steel [a reference to Duke 
Nukem's love spuds?) is a pinball game. 
One table is based on Duke himself; 
the other four are equally macho, 
involving diffusing bombs and killing 
aliens. As a straightforward shift-key 
'em up it's instantly playable: it's fast, 
colourful and smattered with excellent 
graphical touches. However, we'd like 
to have seen other features that only 
a PC can provide - as in the excellent 
Pro Pinball: Timest}ock. The top-down 
view works well, but the game would 
benefit from a wider choice of view- 
points (including 3D]. Bui the major 
problem is the crappy tilt feature. OK, 
it's hard to simulate, but you'd expect 
at least some sort of reaction from the 
computer when you hit the spacebar. 

Richie Shoemaker 



ZAPITALISM DELUXE 

Zapitolism Deluxe is heralded on the 
packaging as "the fantasy business 
game all strategy fans have been 
waiting for". It's a confident statement, 
but after only ten minutes you can't 
help but wonder if someone slipped 
the wrong CD in the box by accident. 
Your task is to select bizarre goods 
such as mamo-vapour and sell them 
to make enough profit so as to allow 
corporate expansion from your humble 
corner shop beginnings. This may 
sound all well and good, but in reality 
Zopitolism Deluxe is a thin excuse for 
entertainment. The hi-res graphics are 
not unattractive and the game tries to 
be guirky but it's not long before you 
realise that playing MonopoJy instead 
would be a lot more fun. 

Danielle Rhodes 



Pub'r: AlleinalivF Software 
TrI: 01977 797777 
Prke: tJQ.M 



Publisher: Dola Becker 

TpI: o\A^o^^7m 

Price: E19.95 



Publisher: (il Interactive 
Tel: 0!7I 258 3791 
Price: £24.99 



Publisher: Inslani Access 
Tel: 0181 205 2596 
Pflce: £19.99 
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Strapped for cash 
but need to score 
your gaming fix? 
Don't worry, you 
don't have to go 
without - here's 
Richie Shoemaker 
with a few nicely-priced games from 
Psygnosis that won't bleed your anaemic 
wallet as dry as the Sahara desert. 
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DISCWORLD h 

Some people fail to find Terry Praielietl's novels 

amusing. Be warned - if you fall into tills category, own 

a PC and play Discworld II. you could unwittingly find 

youTself liking and buying his unending series of booi^s. You see, It's 

a great game. And ti)at - whether you love or loatiie him - is fact. 

Discworld I was a superb game, A little difficult, perhaps, but superb 
all the same. And as should be the case with such things, the sequel is 
even better. Not only has the 'hard- bastard' factor been lowered, but 
the graphics have been tweaked and the irksome puzzles of the 
original ditched in favour of quests which are more relevant to the 
story. Non-adventuring types will no doubt heave a sigh of relief to 
find that they might actually have a clue what to do with their bizarre 
inventory - gone are the days when you had to combine a weasel with 
a pair of knickers to open a door 

If you hadn't guessed already, this point-and-clicker once again puts 
you back in the role of reluctant hero Rincewind. His task is to seek out 
and help Death who, by the hand of bored terrorist faction, has gone 
missing. Of course, (un]expected events chuck spanners in the works 
and It soon becomes apparent that you have to do more than just find 
things and blindly see if they fit together. 

The zany plot is well-crafted over the four episodes, and the 
animated cast is brought to life by some exceptional British talent, 
namely Eric Idle and Nigel Planer. There may be too much dialogue for 
some people, and the humour doesn't always hit home, but If you're 
a Pratchett fan you'll love it - and if you're not you soon will be. 
Discworld II Is simply one of the best adventure games ever created. 
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LEMMII\GS PAINTBALL 

The Lemmings games have always been 
cliatacterised by simple and addictive 
gameplay, even thojgh the wund and 
visuals were arguably a bit dodgy even 
back then. Ir stark contrast, Lemmings 
ftiin ("bo// seems like a watejed-down 
variant It's not that the gameplay is 
dated, it's just that Lemmingi Paintball 
has little to fecommerd it. Players 
control up to four lemmings and have 
to traverse thf isometric landscape, 
pulling levers and shooting other 
lemmings to find a flag. As an all-out 
shoot 'em up like Cannon Fodder It 
might have been bearable, but the 
two elements of solving puzzles and 
shooting don't sit well together. If it 
wasn't for the inclusion of the WinSS 
version of the original, we'd have 
advised giving it a wide berth. 



Mot previously reviewed 
Price: £14.99 



KRAZY IVAN 

It's a Doom clone that thinks it's a 
mech game and, surprise surprise, its 
hero is a paranoid schizophrenic. 
Funny that. Krozylvon is based In 
Russia in the near future and, rather 
than fighting off corruption or hyper- 
inflation, Ivan has to fight off waves 
of villainous cyberdudes who are out 
to turn his power armour back into its 
constituent elements. Sadly, the game 
doesn't have the appeal of either Doom 
or MechWorrior [its closest relatives); 
it's bogged down by a limited control 
method, and becomes incredibly 
annoying when the enemy come 
trundling out from the near distance 
and blow you to kingdom come. Its 
only saving giace is the occasional 
appearance of Sarah Stockbndge in 
dodgy Ruski accent mode 



Reviewed: 45 
Price: £9.99 
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Reviewed: 44 
Price: £14.99 
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DEADLINE 

As an S AS- style commander 

it's up to you to save the 
free world from hostages and terrorists 
- and it's hard work, not because it's 
challenging but because its infuriating. 
The hard work comes from planning 
successful missions down to almost 
unnecessary detail, and fighting out 
isometric real-time battle; X-COM- 
sivle. The control interface is one 
of the most irksome ever seen, the 
planning missions are irritating, 
and you'll probably end up shouting 
obscenities when fighting it out - not 
because your so-called elite soldiers 
can't shoot for toffee, but because they 
can't climb the simplest of stairs. The 
best thing about Deadiine is that it 
comes with a free SA5 Survival Guide - 
handy for those trips to Swansea. 



Not previously reviewed 
Price: £9.99 



LOMAX 

LemmingLand is under threat, and Evil 
Ed's up to no good. His heinous hench- 
lemmings are on the march, and only 
by jumping from platform to platform, 
from level to level, can Lomax save the 
day Yes, Lamax is another formulaic 
platformer, except that this one's got 
lemmings and is not afraid to use 
them. As with all games of this nature, 
the idea is to collect pietty-cDloured 
spinny gems and jump over nasty 
things that follow set patterns, to 
eventually get to the end of the 
level only to do it all over again over 
3 different-coloured landscape. But 
do we really need another lemmings- 
inspired cash-in? Give this to the 
nippers to keep them guiet, and stick 
to sornething more immoral before 
the games apocalypse comes along. 



Reviewed: .'52 
Prite: £9.99 
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TME CrTY or LOST 
CHILDREN 

Both Jeunct Et Cam's wondeifully 
imaginative movie and Psygnosis' 
epotivmouslv titled adventure game arc 
now available at knock-down prices. 
However, given the choice we'd go foJ 
the film every lime fit's only £4.99 - 
Edj. The City Of Lost Children \ir\'t a bad 
game, but it isn't a great one either. Its 
Alone In The Dori-style of presentation 
fails to capture the distorted nature 
and claustrophobic atmosphere of the 
film, and the unnecessarily clunky in- 
game mechanics prove frustrating from 
the off. If you haven't seen the film, 
you probably won't be disappointed; 
if you have you'll be able to compare 
the two, and will no doubt find it 
needs more than subtitles to keep 
you going throughout its duration. 




DESTRUCTION 
DERBY 2 

Better than the first one 
(as sequels should be], Destruction 
Derby 2 is a superb crash 'n' srnash 
racing game, save for a few mild 

irritants: the in-game menus are 
decidedly clumsy, and gameplay-wise 
it takes a while to come anywhere in 
the Top 10. You can even forgive the 
non-existent multi-player options, 
because the cars fall apart almost as 
spectacularly as in Carmageddon and 
the tracks enable some speedy action 
as well as some excellent crashes. If 
you think driving games should be 
fun, you should definitely have DD2 
in your collection. And if you have to 
play against 'real' opponents, you can 
always download a patch from the 
Psygnosis wehsitelwww.psygnosis.com). 



RIOT 

Sport as we know and loue it is under 
threat. Not from money-grabbing and 
ruthless businessmen you understand, 
hut from Riot, a vicious hybrid of 
basketball and a good punch to the 
face. Tlie two teams involved must get 
a ball to the opposing end, charge it 
up with plasma and then dunk it in the 
central hoop, punching the opposition 
in the face along the way (of course]. 
Sounds like a hoot? Well, it is... sort 
of It plays and looks a bit like Actua 
Soccer sna is very easy to get the hang 
of. Play it in VGA mode and you'll find 
that the graphics will truly test your 
gameplaying skills; switch to hi-res 
and things become much easier. Like 
Hypcrblade, multi-player options are a 
bit thin and the violence is ver/ tame, 
but on budget it's pretty good value. 




CHRONICLES OF THE 
SWORD 

This Arthurian adventure will keep 
you awake at night - not because it's 
particularly addictive, but because the 
main character moves so slowly you'll 
be nipping off to make coffee so often 
that you'll end up sweating caffeine. 
You play Gawain, a wannabe knight of 
the Round Table, out to prove your worth 
and stop the evil sorceress Morgana 
taking over Camelol. Your first task is 
to find Merlin the wizard, but you'll 
probably be sidling off to put the kettle 
on before you've even found your way 
off the first screen. The cliched puzzles, 
though spirited on occasion, involve too 
much fruitless searching for objects. 
The graphics are guile good (ropey 
animation aside], but it's unlikely that 
you'll see it through to the end. 



REviEwed: 48 
Price: E9.99 



Rev IE wed; 4<> 
Price: IU.99 



fSlol previously reviewed 
Pritc: t9.99 




ASSAULT RIGS 

It may look like you drive about in a 
tank, but Assault Rigs plays more like 
a first-person shoot 'em up (I ask 
you, who ever heard of a tank 'side- 
stepping'?]. Still, a game based in 
the realm of cyberspace can hide a 
TTiultitude of gaming sins, not least in 
the underlying stor/line. The premise 
behind Assault Rigs ii bland (collect 
gems and blow up enemy rigs], and 
the game itself is an odd mix of shoot 
'em up and puzzle platformer It's not 
unplayable, hut the gameplay is let 
down by two distinct elements; the 
camera views are restrictive and 
annoying, and the controls are too 
complicated for the nature of the 
game. It may have worked on the 
PlayStation, but obviously on the PC 
something's been lost in the translation 



Reviewed: W 
Pritc: £9.99 



SPEEDSTtK 

When this racing game first arrived 
last May, there was a small flurry of 
excitement over its novel top-down 
view. But this was followed rapidly 
by a deep sense of disappointment 
over the fact that the cars were slow, 
the graphics confusing and the 
gameplay boring, A ninja PC was 
needed to run it at an acceptable 
speed, and even then the player felt 
that no matter what car they chose 
they were somehow jinxed with 
donkey-like acceleration. It might be a 
bit nippier on today's PCs, but this only 
serves to highlight its other faults. If 
you can be bothered to get used to the 
confusing tracks without driving into 
barriers that manage to look like 
tunnels, you may end up liking it. Take 
out advice: buy Ignition instead. 




You know when you have 
fond memories of a game, 
only to load it up and shout "Urgh!" at 
the sight of the graphics? Disheartening. 
isn't it? Re-enter fcstof/co. We all 
remember the smooth animation, 
the devious puzzles and the relentless 
action, but have conveniently forgotten 
just how blocky VGA graphics actually 
are. No matter. Ecstotica may not be 
the stunning beauty it once was, but 
give it a moment and you'll forget 
about all that SVGA nonsense and just 
get on with what is essentially a very 
good and very difficult game. If you 
already own the sequel there probably 
isn't much point in buying the original, 
but for fiist-timers who want to know 
what all the fuss was about, it doesn't 
get much better than this. 



Reviewed: i^ 
Price: LU.99 



You may well ask why 
you should buy the first 
D/scivorW adventure when the second 
one is so damn fine. Well, it's simple; 
despite its blocky VGA graphics, 
Oiscivartdis still one of the best 
adventure games ever made. The aim 
is to rid the land of a theoretically 
nonexistent dragon, while getting side- 
tracked into completing more bizarre 
tasks along the way. It may not be as 
beautiful as the sequel, but its puzzles 
are a lot harder (it makes Day Of The 
Tentacle seem like a Sunday stroll in 
the park); as a result you'll be playing 
it for a very long time. So if your pre- 
Pentium PC yearns for something to 
tax its minuscule four megs, buy this. 
It's one of the few games of its time 
that still warrants a respectable score. 



Reviewed: 2J 
Prite: £9.99 
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Subscribe now for just £9.95 a month 

Perfect the art of multiplayer carnage by subscribing to Wireplay UnHmtted Calls are 
charged at local rates. Subscribe before Rpril 30 and you'll gel 3 months for the price of 2. 
Call now on Freefone OBDO BOO 918 for your free 6ame Pack or visjt www.w1rsp1ay.con) 
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omething for everyone 



Another legal minefield for retro gaming 
enthusiasts: console and arcade emulation. 

hose who enjoyed our emulators feature last issue 
will no doubt be pleased to see that there's more 
this month - namely, console and arcade emulators. 
Again Charlie Brooker Is here to point out the best 
places to go to explore the phenomenon. Unlitie last 
month, however, the subject of console and arcade 
emulation Is a far more tricky subject to cover - In the 
eyes of the console companies, at least. Companies such 
ss Nintendo are far more 
vociferous in their 
condemnation of (he 
emulation movement, and 
see it as notliing less than 
blatant piracy. Again, It's a | 

question of ownership - if 
you have a copy of the 

original game, then you are | 

entitled to make a back-up 
copy; although tl)is defence 
would be hard to swallow 
in the case of the arcade 
machine. Let's face it, not many of \i% are likely to have 
a tabletop Galaxians in our bedroom. But what console 
and arcade companies don't seem to understand is that 
these older games will simply die out and disappear 
unless they're actually released individually as ROMs. 

For those of you who don't give a toss about running 
old computer games on their PCs, there's plenty of 
other stuff to digest in this month's On-line. Paul 
Presley's piece on on-line flight sims is an interesting 
look at the current direction of the 'electronic battle- 
field' concept. It seems all we need now are tanks, 
soldiers and the correct software to link them together, 
and... voila: we've got ourselves a realistic war. All 
played out in one self-contained BD environment. 

Also, in the second part of our regular Ultima Online 
column we see another virtual war raging - only this 
time between good and evil. Origin, it seems, are now 
running this 'ores and goblins' show with aplomb - a 

number of new plots 

having been started to 
spice up proceedings 
somewhat - and we'll 
be following the 
progress in this 
magazine over the 
coming months. 
■ ..i ill. ,.■ <ii 'Aiiir 1m. (ir Paul Mallinson 



Wave of emulation 

Part two: consoles and arcade games 

In which gorgeous, pouting Charlie Brooker taltes a 
second glance at the world of nostalgic gaming. 




SPACE IS RATHER TIGHT THIS 
month, so we'll just press on 
with this second part of our 
look at the on-line emulation 
scene. For the background 
details, refer to our previous Issue (you did 
buy last month's PC Zone, didn't you7). As 
ever, please bear in mind the following 
point, which we're printing in bold red 
capitals just so you remember it: 
IT IS ILLEGAL TO DOWNLOAD ROM IMAGES 
OF ANY TITLE IF YOU DO NOT OWN A COPY 
OF THE ORIGINAL GAME. 

ARCADE GAMES 

Anyone over Ihe age of 20 is likely to have first 
experienced the joys of computerised 
entertainment in public - in an arcade. As is the 
case today, the coin-slot fantasy machines were 
always several steps aliead of the home systems, 
and as such had an air of classy superiority about 
them {a bit like Penelope Keith in To The Manor 
Born, except she didn't play games with boys in 
exchange for coinage of minor denomination). 
Even today, you can't beat thai 'original aicade 
feel'. Biit yoj can emulate it... 

Before you go arywhete else, you should visit 
Dave's Classics, which, since the closure of the 
excellent Atmospherical Heights site, has become 



the definitive arcade emulation site on the Web. 
And the URL's a piece of piss to remember: 
www. davesclassics.com. 

Also be sjre to check out w/ww.arrgh. 
demon.co.uk. Mat Simpson's beautiful and 
Informative retro gaming iibersile. And we're 
sorry we called you Mat Johnson last month. 
Mat, We're sure you've never sjng lead vocals 
with The Tfie, and you ain't bald neither, guv. 

MAME 

• wHii,media.dsi.9nliiii,lt/iiiime/ 

• HMH.davesclassics.cam/franes/mdiite/naiiiPpage.litml 
MAME (Multi-Arcade Machine Emulator) is truly 
the king of all emulators. Part programming miracle, 
part memory-lane-'em-up, it nJns the anginal arcade 
ROMs of almost every classic title you care to 
mention: you name it it's supported: Pac Man, Star 
Wars. Spy Hunter, Hyper Sports, Commando, Space 
Invaders, laxxon. . . the list goes on and on. In all, 
346 games are fully playable using the MAME 
system. Our current favourite is the infuriatingly 
addictive Meppy, from Namco, 

The MAME engine is updated sporadically, with 
each new release adding to the already large pool 
□f supported titles. And despite a few internal 
differences currently plaguing ihis ongoing 'project', 
it looks set to remain the benchmark for quite some 
time to come. 




(Left) Konami's Legend Of The Mystical Ninja runs perfectly on most SNES emulators, but you'll 
have to own the ariginal to pJay the ROM legally. (Above) Same far Zetda on the GameBoy. 
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''Callus 

• HHH.niielstroiii.net/callus/ 

The latest emulalor from the people who btoiight yoj 
Genecyst and Neitide, Q/'usseisoJt to replicate 
Capcom's arcade system of the early '905, Which means 
Finel Fight and StreetFighter II, basically. As yoj can 
imagine, Capcom themselves are not amiised, 

RAGE (Real Arcade Game 
Emulator) 

littp ://liD m G 5 .swi p net .se/-* - 5 e S4/e m III a I g r/do wn ioa d . Iitm 
Another Capcom arcade emulator, bjt this one also 
attempts to mimic the SNIC Neo-Geo arcade system, a 
mainstay of pubs the length and breadth of the land. 

OLD-SKOOL CONSOLES 

Once jpon a lime, the pjblic was 
impressed by the fact that a home 
gaming system existed at all. In the 
wake of the arcade explosion of 
the late '70s/early '80s came these 
primitive home systems, the first 
consoles ever. These days they look woefully basic - 
some of them use ASCII characters as sprites, for God's 
sake - but at the time they were the ultimate in cool, 
and prohibitively expensive to hoot. 

Atari 2600 

ri«iii«.da«e^claislcs.cDm/Z6[IOemu.html 



OTHER SITES OF INTEREST 

K a plain Koin-Op 

• v/ww. virtual- pc.com/xeyed/kk/ 
Delightful archive of arcade game instruction 
manuals, cheats elc 

• vi/ww.jrok.com/ 

JROK is responsible for some of the finest 
'clones' around, such as the wonderful 
PacMan-a-like Pac PC. You'll also find some 
charming pictures of his pet cat on his 
homepage, Ahhh 

Moose's Emulation Valley 

• vtfvtfw,rocl(net,net,au/-moose/arcade_ 
emulation, htm I 




IMany classic arcade games (such as Mappy - 
pictured left) are being liepi atiue by tlie power 
af emulation. Old console games, such as the 
classic PC Engine platformer Kato & Ken (above), 
are also malting a comeback thanks to the retro 
games movement. 



o 



• htt p ://li Di ol r it ,it- la s .d e pau I ,e du/'p ca e/p c ae ! li , z ip 

Colecovision 

• WHW.ho[nkati,arq/-dehogel/adaiiiem,htinl 

Intellivision 

• WMiw,dates<:lasslcs,c(iiii/int!llivisioiiemu,litiiil 

Vectrex 

• WNW,davesclassics,c[>m/vectreLlitnil 

lUIMTEMDO 

NES (Nintendo Entertainment 
System) 

• littfi://nesticle,p8rDdius.com/iiestcD4[l,zip 

The charmingly titled Nesticle is an incredibly polished, 
frighteningly accurate emulator which mimics 
Nintendo's olde worlde 8-bit wonderbox. The system 
never really caught on over here, but in the US it was 
a sensation. Item of spod interest: the NES incarnation 
of Elite Is considered by its creators to be the finest 
version available. So there. 

Super NES 

• WHU.euro net, nl/users/j toot/ 
Ahhh, the Super NES. Mow there 
was a system. Home to cracking 
versions of StreetFighter II. 
Bomberman and, of course, the 
superlative Mstio titles, the SNES 
may not have sold as many units as 

the Megadrive, but it was always the connoisseur's 
choice. Even with today's ultra-sophisticated PCs, 
emulating it ain't simple. Now abandoned by its 
creators, Snes 9X\i the beslest, fastest Super Nintendo 
impressionist money can't buy. Shame it's illegal, 

GameBoy 

• HHH,davesclassics,CDm/ganiebevemu,lilnil 

By today's standards it's a basic machine, but Nintendo's 
fun-size joybox remains the benchmark for hand-held 
systems, its only teal rivals being the sadly unreleased- 
in-Eunjpe Nomad system (a portable Megadrive) and the 
brilliant GT (a hand -held version of the PC Engine). The 
available emulators are good, but no match tor holding 
the real thing in your sweaty palms. 

Nintendo 64 

" hllp://proiunreality.ml.Dr;/ 

This is the home of Project Unreality, the world's first 




Nintendo 64 emulator. Don't get too excited though, 
it doesn't actually play any games yet. But they're 
working on it. Expect Nintendo's legal department to 
step In any day soon. 

Nintendo's legal 
standpoint 

Not surprisingly Nintendo themselves take an extremely 
dim view of the on-line emulation scene. After all, 
much of it revolves around the systematic unofficial 
distribution of much of their back catalogue - and 
besides, the Ga. Mill sells in substantial numbers 

Make no mistake iwnload a Nintendo ROM is to 
break the law. For , re information straight from the 
horse's mouth, check out www.nintendo.com/corp/ 
faqs/legal.himl. 

SEGA 

Megadrive 

• «WH.davesclassics,coin/Sega/Genesl5/gcyst03Z,zlp 

____ I Tfie Megadrive was the PlayStation 

fW//^^\ of it^ day - a wildly popular console 
( ^^^^^1 ] which even your grandmother had 

jS^^^y ^^^"^ °^ ^^^^'' '* '^^ °''' '^^9 

^f couldn't comprehend what the 

damn heck it actually didj. it also 



had its own mascot In the guise of Sonic the Hedgehog, 
a blue, spiny arsebag who was crawling with fleas. The 
platform was inenplicably known in the US as the Sega 
Genesis, hence the jaw-droppingly accurate Genecyst, 
another snappily monikered emulator from Bloodlusl, 
the lunatics responsible for Nestide. 

GameGear/Master System 

• HHW.davesclassics.com/sins/mSDf.zip 

Sega's 8-bit offerings were more or less identical, the 
GameGear being a portable replica of the incredibly 
ugly Master System. Hardly renowned for an extensive 
catalogue of must-have classics, the platforms were 
relatively successful nevertheless. See for yourself 
what all the fuss wasn't about with the latest version 
of Manage. 

PC Engine/TUrbo Express 

• littp;//javce.eng.yale.edu/''bt/turbD/emu/ 
Unreleased in this country, the PC 
Engine was an absolutely glorious 
little device. Despite being a lomly 
8-bil system, it was home to some 
of the finest, most psychotically 
frenetic shoot 'em ups the world 

has ever seen - not to mention the deHnitlve version of 
Hudsonsoft's peerless Eombernian, and Kato & Ken, the 
world's only scatological platform game. Magic Engine 
is perhaps the finest example of emulation you could 
wish for - fast furious and very, very slick. 

Sony PlayStation 

*http://siciecln,top.pl/'-iJuddlG/ 

I Yes. you did read that correctly, 

^^^^^ Psemu is a work-in -progress 
^^^^^Hk PlayStation emulator, II may be far, 
^9^^^W ^^' ^'°"^ perfect (there's no sound, 

^^^^W FMV isn't supported, and almost 

every single game you try to run 

will glitch, crash or stubbornly refuse to 'go' at all), but 
it (s interesting. Especially if you're a lawyer for Sony 
Vou will, of course, need an official PlayStation CD to 
play - just pop it in the CD drive and 
you're off - not to mention official Sony 
PlayStation hardware ROMs, which are 
illegal to copy. How about an official 
PSX emulator, Sony? 
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Ever since man first gazed 
forlornly into the sky and 
witnessed the majesty of the 
soaring eagle, he has wanted to 
harness the power of flight. Ever 
since Paul Presley discovered 
that setting fire to gunpowder 
makes things go bang, he's 
wanted to combine the two in a 
merciless arena of aerial death. 

RECENTLY I WAS TASKED WITH SEEKING OUT 
the world of the on-line pilot and 
conquering it, "Make it bend to your iron 
will," said the editor "Dominate them, 
dominate them all. And if they don't break, 
destroy them, for they are the unbelievers, the enemy of 
all that is pure. We'll pay you the usual word rate." 

Where !□ start? Where else bjt or the phone, blagging as 
many free flight sims as possible Irom software houses. 
Fortunately I'd aiready been playing quite a bit of NowLogic's 
F-22 Raptor, over an on-line network called NovaWorld. 
Admittediy I'd oniy irstaiied the software because i'd once 
heard of a porn star cailed Nova, and was hoping there wouid 
be some liind of link. Bjt in the three or fojr weeks thai I'd had 
it on my PC, I'd been having quite a bit of fun. It's hardly the 
most in-deplh of simjiations, but it is highiy playable on-line, 
NovaWorld offers a choice of deathmatches or team-based 
wars, and both are constantly buzzing with fellow pilots, all 
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Each game has its own unique way of setting things up. 
Visiting any of these sites will explain how to do it. 
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with silly names like 2nd Lt. DeathBringaa, 
Capt, Chooch and Prezzer. 

NovaWorld is very insular though, very self- 
contained. And although it fulfilled my basic needs, the ^' 
flight sim bug had bitten and wasn't going to let go until 
I'd fed it with more. F-22 ADF, from DID. was the biggest flight 
sim I'd played of late. Let's see what it could offer. 

Big guns 

Right away there was a problem. Just setting up a match in 
ADFwsi a tiresome affair. Rrst I had to log on to DID's Pilot 
Chal area, post a message asking for opponents, and then 
constantly reload the page until there was a response. Mot only 
that, but I also had to find out what my IP address was in order 
to set anything up. IP address? Vou might as well have asked 
me to develop a vjorking peace process for Northern Ireland or 
enjoy the sport of cuding. Luckily, DID are busily developing a 
full-scale, multi-vehicle electronic battlefield system, so 
somewhere in the future tilings will be easier. Or so they claim. 

Virtual squadrons 

My adventures in Ihe digital skies weren't getting off lo a flying 
start. I decided that rather than face the rest of the games in 
the pile beside my desk one by one (games such as f/A-18 
Korea, Joint Strike Fighter and Longbow 2), I should try and 
find an easier way lo set up games. 

The Net is swarming with 'virtual squadrons' - groups of 
like-minded gamers who have banded together to find solace, 
kinship and people lo kill on s regular basis. DID's website 
offers B few links lo various squadrons (mostly flying EF2000, 
but a few F-22ers have started lo appear). 

Two of the most notable (by which I mean two Ihat actually 
returned my e-mails} are the 641h Global Fighter Squadron and 
the 1 03rd flying Bulldogs, both running regular meetings using 
F-22 ADF, W1-fS»;ofea and others. Although both squads have 
pretty decent websites, most of the co-ordination is done via 
ICQ, an application that seems lo be de rigueur among on-line 
pilots and is well worth downloading. 

The war of the future 

It's still early days for on-line sims Several companies (notably 
NovaLogic and DID) have begun to realise how big this area 
could be and have started catering for players, but there's still 
work to be done. More support reeds to be given and more 
facilities for games to be organised - chat forums, 
bulletin boards and hang-outs. The neict step is 
obviously the electronic battlefield, but until 
DID release any details we'll have to keep 
doing all the work ourselves. 




HOT LINKS 
Sites of interest to the 
dedicated on-line pilot. 

D;l (homeof f-2^/lOf) 

• Mww.did.com 
G^iiphic Siinui,ation 
{F/A-1B Korea) 

■ www.graphsim.com 
rUou^(.»(;ir {F-22 Raptor 
and NovaWorld) 

• www.novalogiccom 
Enemy Lock- On 
(subscript! on- only flight sim 
magazine) 

• www.elo.com 
Combat Simulations 
(dedicated flight sim site) 

• www.combdtsim.coin/ 
644h Global Fighter 
Squariron 

■ www.swallis.demon.co.uk/f22' 
1Q3rd Flymg Bulldogs 

• www.mdmak.demDn.co.uky 
f22mdex.htm 

'' .' (on-line chat and message 
application) 

• www.mirabilis.tDm 



113 



Ty^.- piMt* 




W^t on-soina; saga of 

Itima #nline 




- bp Annette ^eattoeli - 




pritannia at to at 




For the last few months, Ultima 
Online players have been able to 
live out their lives relatively 
peacefully. But that's changing as 
we speak, for the land is rumbling 
with events of greater magnitude: 
the first real 'plots' have started. 

Btto-plnttf, Mto bangtr 

Until now, mos! of llie inhabitarts of Ultima Online 
fiave liad to console tli em selves willi doing little else 
than liuntirg rabbits and robbing corpses to get their 
kicks. It's taken Origin a while to get their 'virtual 
world' to a stage where they're happy with it, and 
now they're coming in to join the party. A number of 
new Origin -control led 'plots' are now kicking off 



throughout Britannia, which can only be good news 
for regular players. Those demanding some sort of 
'proper' plot for Ultims Dn/iue should now be 
silenced. Everyone can now take 
part In the unfolding story with 
each skirmish and quest adding 
to a truly epic battle at good 
versus evil. Here's a taster of 
what's happened so far. . .- 







Mnheal) plasue 
tlie lanb 

Hie whole of Britannia was 
recently placed in great peril by 
the activities of two evil liches - 
Kyrnta and Lathari. Outlawed for 
conducting "vile experiments" 
{involving human body parts - not, thankfully cute 
bunny rabbits), the pair somehow returned to a remote 
tower somewhere on the south coast. The sage 
Humbolt discovered that the liches were constructing 
some kind of device that was "corrupting the flow of 
the ethereal current". Immediately an army of bfavB-j^ 
players was seen marching off to sortihem out, " ~ 

There the^ -witnessed the full depths of the liches' 
nastiness. Calling forth her powers of necromancy, 
Kyrnia animated an army of undead heroes to attack 
Ihe advancing forces of good, while she bombarded 
them with spells from the safety of the tower. 

Despite the odds, the heroes fought their way to 
the liches' stronghold but were ultimately deprived of 
their prey Displaying an unusual sense of savvy for a 
villain, Kyrnia hurled fireballs and insults before tele- 
porting away leaving the artefact with ttie heroes. 



The troll iittdik on Vesper provides a 
good opportunity tor posing and bravado. 



A group of ores and human mages calling 
themselves The Zog Cabal recently staged an attack 
on the city of Trinsic. During the attack, an assassin 
slipped into the city and murdered Hartham, the 
Trainer of the Guard, The murderer then poisoned 
himself rather than be captured by the player heroes 
who arrived on the scene. 

Later, at the wake arranged by the grieving 
citizens of Trinsic, a hooded stranger announced 
that Hartham's death was just the beginning of a 
campaign by the Zog Cabal to unseat both British 
and Blackthorn and bring chaos to Britannia. But 
the stranger disappeared before he could be 
questiored further. 

Recently there have been several sightings of 
Hartham's restless ghost. The spirit claims that he 
cannot be at peace until his sword is retrieved and y 
laid beside him. The sword is said to be in the ■' 

possession of a Black Liche, though its eKacI 
location is cun'ently unknown, 

Ctjual riffOtS for tfnUfi 

The city of Vesper was recently the target of an 
attack by trolls, who were desperately trying to 
reclaim their ancestral homes from the 'humies'. 
The unlucky trolls were soon sent fleeing back 
. into the wilds, witli taunts from the victors echoing 
in their ears, 

^IjrmeK attatktl) 

The new Trainer of the Guard, 
CrawWorth, uncovered a number 
of misdemeanours committed 
by Juo'nar, the leader of the 
local paladins. As well as 
embezzlement, Juo'nar was 
also found to have abused his 
authority in other matters. The 
enraged citizens of Trinsic drove 
the disgraced paladin from town. 
He reappeared a few weeks later 
at the head of an army of ettins and ores, and his 
forces made a surprise attack on Trinsic, apparently 
in an attempt to snatch a magical necklace for their 
leader's use. 

Within the last few days, I uo'nar's forces launched 
a simultaneous attack on every shrine in Britannia, 
Though the attacks were repulsed, the heroes 
involved could not glean any information on the 
reasoning behind the attacks 
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The page with its finger on the pulse of on-line gaming. 
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Raider Wars 








INTERAGIVE MAGIC, FAMOUS FOR BEING ONE OF THE FIRST COMPANIES TO HIT 
tlie on-line gaming scene, recently put their new Raider Wars inio open beta. It's 
a space combat simulation that gives wannabe pilots a crack at eight different ships 
and a plethora of mines, rockets, plasma torpedoes and other futuristic weaponry. 
While the game is in beta, play won't cost you a penny - great news for freeloaders. 
A pricing structure has yet to be announced, but according to a company spokesman, 
gamers will be eligible tor five hours of free play whatever happens. 

It's exclusive to Interactive Magic's sen/ice, so if you fancy a crack, point your 
browser at www.imagiconline.coin/. Q 



Wireplay starts to Quake (again) 

AFTER A MONTH'S HARD TESTING, I 7;; ^ 

the crew at Wireplay have moved "" -L ■? ~ ;* -^m* 

Quake //from open trial to its own ^^'^^/CN^^fcic ' 

channel. For the uninitiated, the """S ^C^jl^^'^ ' J 

joy of BT's games service is that it 

runs on an isolated network, and 

thus doesn't have to contend with 

the ups and downs of Internet without douht. Wireplai. has betome a 

connections. "Anyone who's played fa,! and hugely attractive iervice, 

QuakemVn us will know all about 

the system's amazing performance," says Wireplay's own 

UberFragMeister, Adrian Manning. "But nothing will prepare them for the 

way that Quake /'runs. We're achieving ping times of 100 milliseconds 

using standard 28,8 modems!" 

In addition, Adrian and his team have hunted down the world's best 
Quake II levels and add-ons: Capture the Flag, Headhunters, Battle Of The 
Sexes and Team Fortress are all on their way soon. If you fancy joining 
the army of 37,000 registered Wire players, you need nothing more than 
the original game, the latest versions of Quakeworld and Qview and the 
Wireplay client, all available from vvww.wireplay.com. Z 



www.cool site to visit.com 



http://www.oglibrary.coni/ Online Gaminq Library 
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IT MAY LOOK MIGHTY PANTS, BUT DON'T LET THAT PUT YOU OFF. PUT 

simply, the Online Gaming Library is an essential bookmark. If you've ever 

fired up your dial-up and played network games over the Internet, check 

out OGL before you do anything else. It lists most if not all the gaming sites 

on the Internet, together with their associated costs, system requirements 

and even the odd screenshot. But it doesn't stop there. Take a gander at 

one page and it'll point you to others that may be of interest to you. It'll 

show you which games rock and which games are a crock; which games 

have turned up their toes and no longer exist; which networks are the ones 

to be seen on. There's even a jargon page, so when someone shouts, "I'm 

an implementorl" you'll know not to blow raspberries. _ , , ., ,. , 

'^ ' , '^ , . , , , i^uD uoly, but It i perianality that count;. 

The various sections of the site form a bookcase down the left edge of 

the main screen, enabling you to jump straight to action games, RPGs, strategy games, sports games, puzzle games 

and many other areas. There's also a chat system and message board, giving the site a friendly atmosphere. While 

the navigation and graphics do feel on the crusty side, the wealth of information contained on the pages more 

than makes up for it, Z 



Microsoft full of bugs - official 

SOOfJ TO ARRIVE AT MICROSOFT'S INTERNET GAMING ZONE IS OUJWARS. A 3D 
biastfesl with a plot lifted straight from Starship Troopen. in essence, insectoid 
vermin from the Hydra constellation are running amok and biting the heads off decent 
Americans, It's your job to dust down the industrial bug gun and splal them dead. God 
bless Uncle Sam, and may the Force be with you. 

Outwars players are able to swim, jump, jelpack and fly planes around the game's 
diverse BD world. According to Microsoft, the strategy element is |ust as important as 
the action; although this is something that remains to be seen. Tfie game is as smooth 
as a non-stick saucepan on the platform it was designed for, so if you've got a Pentium 
II. MMX, AGP and a rack of force-feedback game peripherals, we all hate you. 
Let's hope the real thing looks a little The Outwars homepage is at www. micros oft, com/games/out wars, and Microsoft's 

leu pants. Internet Gaming Zone is at www.microsoft.com/uk/gameszone. Q 




Too many dots 
spoil the broth 



THE INTERNET COUNCIL OF 
Registrars (CORE) recently 
announced plans to introduce 
seven new domain names by 
Match this year - .firm, .info, 
.nom, rec. .shop, .web and 
.arts. However, not only is it 
unclear as to who has the 
power to make these domains) 
live, but Network Solutions, 
current holders of the 
government contract to 
register, administer and chargt 
for top-level domains, also 
contest ownership of them. 

Adding to the confusion, 
core's chairman has stated 
that only the Internet Assigne 
Numbers Authority has 
jurisdiciion over domain name^ 
To cap it all. Network Solutions' 

contract expires in September, ^ 

and the National Science 
Foundation has asked them no 
to make changes to the domain 
name system in the interim. 

While many have requested j 
new, separate body to handle 
domains, the US government is 
worried that allowing anyone 
to add domains could throw the 
commercial Internet into a sta^ 
of chaos. 

More information at 
■mau.org 
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As with most footie games, the Al 
is not without iti problems. 



o 



Is your performance on the virtual soccer pitch more 
Barnsley than Man Utd? Is your defensive record more 
akin to Spurs than Arsenal? Are you more like Andy 
Cole or Andi Peters in front of goal? Martin BramatI 
and Jeremy Wells welcome you to the PC Zone school 
of Actua Soccer 2 excellence. 

©HE GREAT THING ABOUT 
Actt!^ Soccer 2 is that it's 
fast, easy to control and 
easy to learn. When you first 
start playing it may seem very 
hard to score and you'll get thrashed - this 
Is because you don't know how the 
computer Al works. TTie first thing to 
remember is that the Al isn't perfect, hji 
you've got to learn to live with it and play 
within il to succeed. At tirtiES the auto- 
player select will frustrate you as control 
switches from player to player while Ihe Al 
tries to keep up with the pace of the game. 

Live with il, and if possible learn to exploit it by playing through-balls when you're 
playing against human opposition. The P5X version of the game had a useful feature 
that enabled you to keep control of a player (by simply holding the right shoulder 
button). Sadly this innovative feature was left out of the PC version, hut Gremlin have 
promised us that the neici version of the game will include such a feature. 

The bends 

When you first start playing, we suggest you stick to the 'Amateur' or 'Semi- 
professional' skill. While you won't be able to bend the ball as much when 
shooting, the Al in other areas is more helpful in that the ball will stick to players' 
feet more easily, enabling you to twist and turn and beat defenders, and your 
passing will generally be more accurate. It goes without saying that if you're not 
having much success with England or Lithuania, try switching to Brazil or Germany 
and playing friendlies against Luxembourg or Saudi Arabia to improve your basic 

ball skills and confidence, 
If you're leaking goals like 
Barnsley, try playing with a 
more defensive formation 
(see Formations panel, next 
page). We also suggest 
man-to-man marking 
instead of zonal, and 
recommend you play a 
passing game that enables 
you to build up your attack 
from the back. Once you're 

We got best results »ith 4-4.2, ma„-.o-man | '^°'^ ^''^P^ ^^ ^^^ ''^ll, 

marking and playing a passing game. I switch to 'Professional or 

^ I 'Inteinationar level. 




Defending 

Defending is an art. And here's how to 
become the Jackson Pollock of the Actua 
Soccer world. 

There are two ways to perform a tackle 
in Actua Soccer 2. The first is to run into 
the player with the ball and try and 'barge' 
him off it. You don't need to press a 
particular button, but you should try and 
make sure you're ready if and when the 
ball breaks loose. Use your pace (by 
tapping the speed-burst button) to try and 
shepherd the attacker into an area of the 
pitch that Isn't so dangerous, so that if you 
do give a free kick away il won't allow the 
opposition a shot al goal. 

The other way to slop a player bearing 
down on your keeper is the 'sliding tackle' 
- tlie term implying a slightly reckless 
lunge, not the result of naked bobsleighing. 
This kind of challenge is best taken as a 
last resort or only when supremely 
confident that you can come away cleanly 
with the ball. More often than not, especially if you're new to the game, in the box or 
just plain clumsy, the end result will be a free kick, a possible booking or even a 
sending off - you have been warned. 




A shoulder barge (tap left) rather 
than a slidng tackle (right) might 
be the better option in the area. 
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Scoring 

The range of shots available in Aaua Soccer 2 is vast, but the nature of the game 
dictates that longer-range shots are more likely to fly in than tap ins from within the 
box, due to the cat-likeabilily of the keepers. Experience suggests that a pile driver 
from just outside the area, preferably at an angle and with a bit of after-touch, will 
find the back of the net. Keep your eye on the power bar to get maximum power to 
your shots. You may even want to try holding the shoot button down until you 
manage to pull defenders out of position before letting off a shot. Remember that 
your chance of success will be much higher if you can have a quick look and then 
angle your shot accordingly For example, if you switch the attack across the pilch 
very quickly and the keeper is still at the far side of the net, a low shot right in the 
corner should be enough to beat him. 

Alternatively, try pegging it down the wing and putting a high ball into the box. 
To trigger a first-time shot, volley overhead kick, diving header etc, get your player 
into position and hammer away on the shoot button while the ball is in the air. This 
method of attack isn't as fail-safe as il was in the original version of the game, but 
you will enjoy some success with it if you persevere [it also looks good). 

When you get through on goal, always try to check the keeper's position, as they're 
very good al narrowing the angle and seem to have elastic arms Consequently it's 
very difficult to score from close range, so if you're getting too near the goal, turn 
back and try a shot from further out. If your path is blocked, try shooting at an angle 
across the face of the goal and using after-touch to bend it into the net. 




A shot with plenty of power from just outside the area will often find the badt 
of the net (top). Alternatively, try putting in crosses - but don't get too close. 
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Play(er) maker [1 

You may want to design your 

very own iiber-team to take 

on the world. In which case 

consider these factors when 

designing a team: only spend I 

points on 16 players, since | 

there are no suspensions and 

you only ever need 1t+ five 

subs. Concentrate on speed, 

handling and shooting when 

assigning players' points. It also pays to 'spend' a lot on your keeper. 

Alternatively, put all your eggs in one basket and create a 
superhuman striker, switch to long-ball tactics and play him up front as 
the ultirnate target man. Much more effective than Emile Heskey, and 
mora fun than supporting Leicester. 



Chip shots (executed by pressing the shoot button and rocking back or the pass 
bjttor simultaneously) rarely get past the keeper, so don't even bother. However, if 
you manage a quick break it is possible to score with a long pass (lob) from just over 
the halfway line - especially if Seaman is in goal. 

PassinQ 

Opportunities are created and goals scored 
by pjllirg opposition players out of 
position. Create chances for your team by 
keeping possession and passing the ball 
around in midfield. Switch play from wing 
to wing using the long pass, and use one- 
twns (by double-tapping the pass button) 
to create space. The speed burst is useful 
to beat defenders when you have the ball, 
though be sure not to change direction 
once you've knocked it into space or you'll 
lose possession. Also, use the speed burst 
sparingly as it affects the players' 
performance, especially when shooting. 

The through ball should be used sparingly - there are no perfect positions from 
which to try it, but some players will have more success than others. The best time to 
try it is when attempting to pass the ball up the pitch rather than sideways or behind. 

Always tr/ to vary your tactics and charge your formation accordingly to keep your 
opponent guessing. If you're playing 5-3-2, tiy to bring it up from the back using your 
wing-backs. If you're playing 4-4-2, try hoofing it up into midfield and using your 
midfielders to run onto the ball. If you use the speed burst correctly you should be 




Playing the ball over the midfield 
often gets results. 



<:■ 



able to get into a shooting position before your opposing defenders know what's 
going or or execute a slick one- two with one of your forwards. It's rot pretty, but it 
often works. To combat fatigue, bring on fresh legs in the second half. 

Remember to play players in their positions and pass the ball rather than run with 
it. If you use a defender to charge up the pilch with the ball and let off a shot, you'll 
be left short at the back and open to counter-attack. Also consider that defenders 
aren't usually very good at shooting (check their slats), so work on passing the ball 
from defence to midfield to your front men to increase your chances of scoring. 

Free kicks and set pieces 

When you get a free kick, the view will 
change to that from the dead ball camera, 
enabling you to see exactly what's going 
on upfield, By moving up and down once 
you've highlighted a player, your players 
should start trying to run into space. 

If you're close enough to goal you'll be 
able to have a crack - highlight the player 
nearest the part of the net you want to 
aim for, and then use the direction keys to 
bend the ball towards the ret You'll have 
more success on 'Internatioral' setting, as 
this enables players to bend the ball more 
than on 'Amateur'. Remember to let the 
power bar increase dependent on how 
close you are to goal - full power from 
Shearer on the edge of the box and the 
ball will probably end up in row Z. 

It's very difficult to score from comers, 
but you can create chances in the box. Try 
highlighting a player and moving up and 
down, and your players will start to run 
around trying to find some space, A decent 
cross followed by the hammering of the 
shoot button will lead to your player trying 
a first-time move - header, volley etc. 

As far as penalties are concerned it's a 
bit of a lottery. The keepers in penalties are 
all computer-controlled, and no amount of 
key-pressing will change that. Again, the 
amount of swen/e and bend you can get 
on the ball will depend on which setting 
you're playing al and which player is 
taking the kick. Also, you may need to watch Ihe power bar - you don't need to blast 
it every lime. Try hitting a shot as softly as possible, as this often fools the keeper. If all 
else fails, try banging it in full-power, dead straight, and watch the keeper dive out of 
the way You won't score all of the time, but then who does? 




it's very hard Id score from 
corners and free kicks, but 
penalties are another matter. 
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Formations 



4"4"2 The standard 

English formation - solid 

as a rock. The defence 

play in a line and hold .■ 

firm until opposing 

forwards are almost 

upon them. This formation will also give you a 

decent presence in midfield, enabling you to 

spring into attack like a startled gazelle. Think 

Arsenal on a good day. 

4"3"3 Forward- 
thinking and quite 
adventurous - it could 
leave you a litde i? , 

vulnerable if the 
opposition starts trying 

to play through-balls in the centre of the park. 
However, the extra player up front will offer you 



more attacking options, and if faced by five at 
the back oi a sweeper system you may find that 
two forwards just aren't enough. It works for 
Wimbledon. Sometimes. 

4" 5"! Again, a more I 
defensive formation than I, 
the first two. This should 
help you keep opposition 
strikers in check as well 
as ensuring a strong 

presence in midfield. The only drawback is that 
you're left with a solitary player up front. The 
biggest consideration here is whether your 
striker is up to it. He's not going to get a lot of 
support, so if it's a custom team you'll need to 
ensure your striker has a lot of pace and 
excellent finishing. Make him pretty big as well, 
then he can shrug off any challenges. If you're 
not opposed to playing a long-ball game then 
this formation is worth considering - quick ball 
over the top to a Ronaldo-style forward and the 



job's a good 'un. However, if your striker's more 
Robert Rosario than Alan Shearer then you're 
probably wasting your time. Latterly, Spurs 
played this formation under Gerry Francis. Need 
we say more? 

S'B'Z This cautious I 

set-up should be a big % 

consideration when 

faced by technically i? ■', 

superior apposition. 
For example, if you're 
playing Brazil, whose forward line is among the 
best - if not Ihe best - in the world, five at the 
back should help give you a platform from 
which to build attacks and should also help in 
controlling a couple of star strikers. Superstar 
attackers or vastly experienced Soccer 2 players 
will rip the heart out of an inexperienced player 
with just four at the back. The extra man gives 
you a little longer to see attacks building. Er... 
think Aston Villa, Or maybe Chelsea? 
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Oddworld: Abe's Oddysee 

Part 1 - Walk this way: from Rupture Farms to Scrabania Temple 






Rupture Farms 



01 From the starting screen, go 
rtowr from behind the barrels 
!ini you'll find ycurself in the first 
set of secret rooms. [_eap over the 
security doors and pull the Icft- 
hanri lever. Go down. Jump over 
to the right-hand platform where 
the slig was sleeping - but don't 
lioist yourself up until it's fallen 
down to the bottom level. Kill ttie 
slig, ctiant to activate the portal, 
and save the mudokon. Go back up and get ttie two mudokons 
to follow you down to safety- You'll have to be careful - tell 
them to 'wait' to stop them from killing themselves. You can 
get them to jump off ledges by asking them to follow you a 
second time. 

02 Take over the slig and use it to pull the lever, go right 
and kill the other slig. Explode. Go back, and from behind the 
barrel go down. Leap over to the grenade machine, collect 







one, then position Abe to the right 

of the machine and destroy the 

security orb. Take over a slig, then 

the other, and go right. Shoot the slig quickly and then 

explode. Go back and get another grenade to destroy the 

secunty orb You can now save the two mudokons. 

03 You will need more grenades to destroy the three bombs in 

order to go down. Go straight down again and pull the switch, 



You need many things 
to get through Abe's 
Oddysee: the patience 
of a saint, a full set of 
expletives and the guiding 
hand of .i.....^ ^...^..;j;.er. 



then hoist yourself back up to 

the two mudokons. Get them to 

follow you down so you can save 

them. If you say 'follow me' twice and leap, Ihey should jump 

from the ledges. Tell ttiem to wait, to save them from the 

meat saw. 

04 Pull on the rope to open the trap, then run to fall through. 

Take a grenade, face the right wall and throw the grenade to 

kill the slig. Get another grenade and go down. Destroy the 

bomb by crouching on the far right and throwing while facing 

left. Save the mudokon. Go up, chant, leap through the portal. 





QcJtjCfuaJ. JLLM-tA. 



Even though the PSX-style save game feature is a bit crap, H is 
passible ta l<eep the frustration factor doinin by finding and going 
back to savegame areas (denoted by a yeiloim diamond). Vou should 
also read all the clues you And, chant Just for the hell of it, and touch 
the stones - you'll pick up loads of hints this vuay. Finally, get used to 
running, hanging by your fingernails, tricicing your enemies into 
blowiing themselves up, and coming across... J 

SLICS These don't mess about if you're in their line of fire. Use the shadows to avoid 
them, and sneak behind them if they're facing away from you. Also, remember that tolling is 
generally quicker than running, but if you need to leap up quickly it may be better to peg it. 
SCRABS They don't like chanting, but the only way to avoid them is to run very quickly. 
To get past them, wait until they're below you and then run and leap onto the next 
available platform. Thankfully these dudes can't climb, and they don't get on with each 
other either. 

SLOGS These ilavering beasties are short-sighted, so just creep onto the screen. When 
you're ready to run, give them a smell of your most potent chuff, just to grab their 
attention, and run like the wind. 

BOfflBS AMD MINES Wherever you see a rock sack, it rneans bombs are up ahead. 
Just touch the sack, pick up the rocks that fall out and chuck 'em at anything that's likely 
to blovv your legs off. 
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05 After djmping the slig through the trapdoor, get Abe to 
fall throjgh 35 well. Use the shadows to creep down to the 
re^ screen. Get a grenade, then leap over to the left platform 
and throw it over to destroy the orb. Take over the slig and 
use it to pull the lever and detonate the bomb. Go up and 
back down to bring back the portal, tben save the mudokons. 
Get another grenade, creep up mto the sbadows and destroy 
the sirg. Chant and leap into the portal. 

06 Get the two mudokons [there's one in the shadows] to 
follow you left so yo" can lull the slig to the right and into 
the lever trap. Once disposed with you can begin the lengthy 
process of getting all the mudokons through a portal. 





07 Crouch in the centre of the platform and throw the 
grenade across to destroy the bombs. Go and get another 
grenade and come back, crouch in the same place and throw 
the grenade to the right to kill the sleeping slig. Walk off the 
lift to the right. Jump across carefully when all three saws ate 
at the top. Chant the three mudokons to safety m the next 
mom, then on your way back hoist your way down from the 




left side of the open flap on the right side of the 
screen. You'll drop down, and you can just pull the 
leuer on the left screen to call down the lift. Now 
it's off to the stock yards. 



The stock yards 




08 On the third screen from the start is a door on the 
bottom-right of the screen. Go through to access the 
distant platform. Mow go left to summon the portal. 
Jump through, Summon another portal. Get one of the 
mudokons in the top-right to follow you, then creep 
right until the scrab chases you, then run back left 
and jump up to the platform. When the scrab is underneath, 
run right. You'll have to make three running jumps to get to 
safety - the scrab chasing you all the way Open the portal 
for the mudokon, then go back and repeat the whole thing 
again for the other mudokon. Once youVe saved both, run 
back andjump through the portal. 

09 Prime the bomb (crouch next to it and press 'action'], then 
go left a bit and chant for a secret portal. Go through. Leap 
right and dangle until the slig on the lower level moves off- 
screen. Hoist up and run to the right. Keep running and leap 
to the right-hand platform, and dangle until the slig wanders 
off-screen again. When the coast is clear, hoist up to the top, 
clear the mudokons from the bomb and prime il. Hide and 
wait for the slig to return and blow itself up, then summon 
the portal and herd the mudokons to safety. Leave the way 
you came. Oh, and that bomb you primed: get one of the 
sligs from the left to follow you - run right and leap up to 
the platform so it will detonate the bomb. Go back and sneak 
behind the other slig until you can hoist yourself up to get to 
the next screen. 




121 



^fixmJrLcJLUxTTrtjc^ 




A lO Wait for the slig to eiit right, ttien run after it and 
quickly gel up to the platform, activate the portal and go 
through. Take aver the slig, go right ard dowr to kill the 
two sligs. Explode, then get ail the mudokons to the portal. 
Exit via the portal. 




II Rur quickly and hoist yourself up to the platform. Save the 
rrudokon ther open the portal. Go back through the door 
then run back through the portal you just opened - this will 
take you back to a previous screen where you'll have to deal 
with the couple of slogs by getting them to run into mires. 




Monsaic lines 

Relax, this part is a cinch. Your biggest problem will be 

befriending the native mudokons by whistling and farting 

- by the way, '6' and '8' refer to the key-press for whistling. 

Remember that levers activate wells, and you can escape 

bees bv hiding behind the chanting mudokons. 

M Mimic the native mudokon; whistle '6' twice then fart 

nicely, 

13 Mimic: whistle 'S' twice, '8' twice, then fart loudly. 

14 Mimic: whistle 'GGSaGB' then fart 

15 Mimic: whistle '66886868' then trump a good 'un. 

16 Pull the lever on the screen to the right, and go jump In 
the well to Scrabania. 

Scrabania 

17 Kill the slig by hanging under the platform and sncakily 
darting up and priming the bomb and rolling off before he 
sees you. Head off to the left. Hide in the shadows until 
the slig goes off-screen, then jump up and pull the lever to 
release a boulder upon its return. Pull the lever from the 
left to activate the well. Jump through it and pull the lever 
behind. Now jump through the well. Possess the slig and 
walk it slowly to the right to detonate the mine. Jump into 
the well - you should now be able to summon the elum by 
yanking the bell. Having summoned the elum, ride it to leap 
across the chasm. 




18 Mimic the rrudokon (say 'hclln', whistle '86fl' and fart - 
yDj'll receive a new power). Tell the elnm to wait and ther go 
fight. Chant to destroy the mine. Pull the lever above, mimic 
the mudokon again and take the lift down. Chant to destroy 
the bombs then touch the stone and go back and mimic 
again. Then go down. Say 'hello' to mudokon, then whistle 
'668' and fart. When the mines drift right, chant to destroy 
them, and then go up. Get the elum and come back down and 
leap across to the right. You'll need to acquire more of your 
new powers to destroy the bombs and continue. When you do, 
climb on the elum and just runl 





19 With the elum tucking into the honey, go over to the right- 
hand lift and go down. Pull the lever on the third screen to 
the right and jump into the well on the left. Now you car pick 
up stones to destroy the mine. Mimic the mudokon ['hello', 
'6BS8' and fart]. Destroy the bomb. Pull the lever and, without 
falling, make ^aur way to the elum. The bees will stop it licking 
the honey and you'll he able to jump the chasm further on. 





^0 Tell the elum to wait, jump through the well to switch off 
the bomb, go right and jump in the well - but detonate the 
mine at the same time. Leap on the elum, jump the canyon 
and run on through to the well. Jump in. Leap over to the left 
lift to get a rock, then take the right lift down to pick it up. 
Throw the rock over to destroy the bomb. Go up. take the left 
lift down and touch Ihe rock. Go back round, get the elum 
and go to the mudokon. Say 'hello', whistle '8688' then fart 




ii Sneak past the slig and jump over 

the bombs. Mimic: 'hello', '86886' 

then fart. Go left and destroy the 

bombs. Pull the lever, jump into the well and take over the 

slig. So left and kill the slig. Get the elum and jump the chasm, 

Z2 Jump into the well and, while avoiding the mine, mimic; 

'hello', 'ase' and fart. Jump into the well. Mimic; 'hello', 

whistle '968868' then fart. Chant to destroy the mines. 

Be careful at the end there. 



Scrabania Temple 



23 From the start, roll left to summon a portal to a secret 
area. Take over the slig and kill it on the bomb. Quickly go 
left/right to create the portal. Then go back left and run right 
to catch the upper platform. Kill the other slig, sneak right 
then left and save the two mudokons. Exit, ► 
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26 On the first screen, hoist down and mil right when the bomb 
is Dut of the way. Further on, talie over the slig and pjj! the 
lever. They'll be loads of slogs after your blood, shoot them 
and the rest is easy. 

27 From the first screen, go left and touch the stone, then run 
right. Further on you'll have to use the lift to avoid the slig. 
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31 Lots of running bacli and forth in this ore, as well as 
getting sllgs to kill each other. If you roll left from the room 
which has the flint lock, you'll find the hidden areas. Get a 
mudokon to follow you left, say 'wait', then go right. Drop 
down and roll left. lylake your way to the stock yard and 
chart to save the mudokor. then go down, chant and exit. 
i32 The run to the exit is pretty tricky especially the final 
leg. Jump into the well or the first screen to scout out the 
screens. Mear the end you'll have to crouch and roll [press X 
while runrlrg) to get through lo the final screen. Jump onto 
the ledge, then leap and pull the lever When Ihe slig Is dead, 
jump over to the lever, pull it and cuit. 

You'll eventually find yourself back at Monsaic lines. Stroll 
on and jump through to Paramonia, See you next month... 
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Whether You're Into 
Serious Flight Sims Or 
Hardcore Mutant Blasting, 
Brace Yourself For 
Revolutionary Performance 
That Pumps More 30 
Reality Into Your PC. 

That's because Righteous 
3D includes some of the most 
tidvanced features ever 
designed into a 3D 
accelerator. Based on 3Dfx 
Interactive Voodoo Graphics,™ 
Righteous 3D delivers tmc 
arcade graphics to ilie PC. 

In fact, Righteotis 3D is tlie 
first accelerator of its kind thai 
can render complex 30 
objects, realistic textured 
images, stunning atmospheric 
conditions and incredible 
lighting effects all at full- 
motion frame rates. And at 
much higher heart rates. No 
more blacky pixels. No more 
herky-jerky slick figures. Just 
sharp, clear images that move 
like nothing you've ever seen 
on a monitor, "S'liich can 
make good games great. And 
great games truly avi-esome. 
So get a grip on realit\'. And 
see what a little adrenalin 
can do for the svstcin. 



For More Information, Contact: 



Choice Peripherals 
Tel. 0114-2382000 



Fox Computers 
Tel; 0990-744500 



Game Ltd 

Tel, 0181-9741555 



PC World 

Tel: 0990-464464 



Powermark Pic 
Tel, 0181-9567000 



www.orchid.com 
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Danofferslwodiiterenlmodeis 
'of PC Ihal have been specially 
designed for home use by the whole 
family The dan Home Plus PC is a long 
' icrm bosl seller hut because of popular 



demand, we have iiilroduced (he dan Home II Plus. 
Ullilising Intel's new Pentium' II processor, this 
system lakes PC puwer to its limit. Both systems 
include multimedia kils. lax modems and colleclions 
of software lilies. Younger children can enjoy games 



and educational programs imd older ones can do 
iheir homework, hsien to music, use an eneyclopedia 
or even walch TV . Adullscanuse a word processor, 
spreadsheet and database, send and receive faxes 
and e-mail or gel connected to Ihc Iniernel. 
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COMPLIflHT 



Choose one of the two 

softwarepacks with the 

dan Home Plus PCs 



dan MM Soft wars 
Pack lisiTifp.iBcPUis. 

MSPImfcrK.ids.MSSchool 
LJUH (Oii^nbaur?}. Mimical 
Inatrumenls. .ID Mifvic Mstcr, 
F-ii^lllicndcr-C lejiiivc 

MS CD 

S.iillflci 




dan MM Software 

Pack 2: Si;nri>;i)it: Plus. 
.^jtoRuLIc E.iprcsn, An {iaiicty. 
MitllimfdiaCidir Emerluiiimcii r 
Piick.lMSrnSmpIC!- 




dan Home Plus 



Pentium Processor System 



Ea 



32MB EDO RAM 

4.3GBEIDEHDD 
I Intel Pentium'' ProcessoftvilhMMX™ 
. 512KBPipelineBurs(Cache Memory 
I InlelVXctiipset 

. 2MBATi30 Charger Video Card '2 gamea' 
. ATiiSATVTurerSTelele«Card 
. 15"SLperVGAtiRN/IMonilor 

(ViemahiesizBl'l 4" -351 mm) 
I 56KBPSVoiceFax/Modem(UKonl(i) 
. 32MAXGIDECD-ROM 
I SoundbiasterAWE64 0EM 
I dan Hi-Fi Po*erSpsaliers(i50WPMPO) 
i MidiTQwerCaseMK2wHtiPSLI 
1 Microsoft InlelliMouse" 
. FsslEIQE PCI Hard Disk ConlrDllBr 
I 1.44MB Floppy disk Drive 
< 1 ParaileiSSFaslSenalParts 
I Win 95 t)K Keyboard 
I MSSidewinderJoyslJch, Microphone 
I WlnOomas 
I MS Works, IntullQuickeneSE.EncartaSeUS, 

Oen MM Softnare package 1 or 2, 

MHXSottu-sru Bundle. Ultimate 

t^Mrnan Body, Spac? Sljlioii 

Simulator, TTie 3rd Dimension. 

Pod.TlmotifbltEotTj-cTinalogy 
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All D^n PCi ara 
ysBrZoaa compliant 



"We sensed from ihe outset rhal Dan's submission would be a high 
ijuality nne. Opening llie hos reveals a neatly packaged collecLion 
oic am ponenLsandextrasasopposedrntheahtoocortimonlombola 
uTIaiT. The midi lower ca.se ha.s useful slide tift" access paneEs- 
ReniovingLht: let: panel re veyled one of the eleanesisvsieni designs 
wehavceverseen.NoloneeublecrusiebUiemolhcrboard.aslhej're 
all .sited in nne comer neiil to the viral eonipcnenis they serve to connect... A 
predictably good system from Dan, and one that almost perfectly balances cost 
against features and perfomiance. Dan's Home Plus deservedly takes the honours." 
WHAT n\ IlesI Buy IJuii llunw Flii.\,:3Jl. Ocf97 




Add-ons 



TX Chipset Upgrade tw/SDRAM| £ 14 
Additional ItiMBEDOMemory £ 23 
Additional_'2MUtDOMemory £ 45 
6.4GB HDD upgrade from 4.30B £ 47 
l5"CT.'<l56'>U.'\Moniloi-riuitil5" £ S3 
17" CTX 1 76^SE Monitor frim 15" £ 125 
l7"iiyamaS517TMunitorrruml5" £24U 
Joypad £ 25 
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Upgrade the dan Hi-Fi speakers to H Creative PC-DVD Encore Dxr2 dvdrom Drive s.MpeG2Decoae< 



OP Subivooler & Speakers £ 28 (£ 33 i^tv.AT) 

Yamaha M15 Speakers E 21 i£ 25 incvAri 
Yamaha M15 Speakers 

with MSIOSubWoofer E 78 (t';2„u:VAr) 



Save on MS Office 97 



MS Office 97 for Students El07i£i2(>racv.\n 

More people qualify for diisMicrosoftoffer. 



The Creative PC-DVD Encore DirZ gives you Upgrade from 

accesstoadvanccdDVDtc-chnolopies luchas 3211 CD-ROM 
M PEG-2 video enhancedfnrhighde 11 niiianand 
smoodine.ss, Dolby Digital iAC-3) audio with El 27 

surround sound, and massive high speed storage. iiwy^n.VATi 



PC Deslctop Video Camera requires pre-inslalledrvCatd 




S 



This new desktop vidsocamera, designed for uie with a pre-installed 
TV card, uses a 1/4" Colour CCD (270K pixels for supsrh video 
output for videoconferencing, video 
capture and still image applicutions. £ 83 i£ 48 lacVATi 
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go direct to dan 
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A modem is your gale way lolhe outside world. The 

ilanHomePliis.darHoTTiellPlus.diinXplaraand 
daiiXplora Plus ill! include- uhighapsed voice l;i\ modem ;isaliiTidurd, You can 
now send and receive faxes from your PC as well as talk, to millions of other 



eompuler users through PIPEX DIAL. This trial soflware is 
included to give you 2S days (orma\24 lirs) access tree of charge 
with details foraflill system upgrade. You can 'surf the INTERNET, 
find informatioii on alinost any subject,or even do some shopping! 



dan Home II Plus 



Pentium II Processor System 



E2 



• 32MB 3 DRAM 

• FasM 3GB EiDEHarfl Disk 

• IntelPBntlum'liProcessorwithMMX™ 

with 5t 2K8 Cachn Ueinory 

■ 4MBATi3DCtiargerAGPVideoCan)*ganiEs 

• Hauppauge PCI WirTV Card 

• 15"SuperVGAURN/IMorilnr 
(Viewable size 14.4" -351 mm) 

> 56KBPSVoicaFaxmodem[UKonlyl 

> S^MAySpeed CD-ROM 

• SDjndblaBtefAWe640EM 

• danHi-FlPowBrSpeaKersiisQWPMPO) 

■ MifliTowerCafceMKSwilhPSU 

• Micrcsofl intalliMouse"' 

■ Fast EIDE PCi Hard Disl^ ConlrDller 

• 1.44MB Floppy Disk Dnve 
t 1 PaFallel&2Fast5erialPoilB 

• WlnSSUKWeyboarfl 

■ MS SldsAlTMisr Joystick, Microphone 

■ WindotvsSS 

• MSWorkB.lnluiLOuLckeneSE, EnrartaSflUS, 

• dan MM Software package tor2, 
tytMX SoFlvjaraEundle. UiliiiiHU- 
Human Body, Space Station 
Simulator, The 3rd Drmen^pon 
Potl.TimetahfeBoiTechnDiogy 



i 
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dan Xplora 



Entry-level INTERNET PC 



leMBEDORAM 

FaEl3 2GBElDEHardDisk 

Intel Penii Jill' Processor with MMX "■ 

51 2KB Pipetina Burst Cache Memory 

Intel VX Chipset 

2MB EDO RAM/64-bit Graphics Card 

14" SuperVGA L/R N/l Monilaf 

(Viewablesbe13.4''-335min) 

56KBPSVoiceFax/Modem(UKonlv) 

32 MAX EIDE CD-ROM 

SnundBlas(er16Soundcard 

Pan Advanced Speakers iidwpmpo) 

Desktop Case with PSD 

Microsoft InlelllMouse" 

Fast EIDE PCi HDD Conlroflar 

1 .44MB Floppy Disk Drive 

1 Parallel fi 2 FasI Serial Ports 

WinSSUKKayboard 

Microphone 

Windows 95 

MS Works Suite, 

Intuit Quicken 6SE 4 

MMX " Software Bundle (S biles) 



E2 







E 623 



^ 9SS Mlc^. 



.91 



Delivery cosr to niainlynd UK Ibr 
(inesjstemisEig (£ 2_' inc VATI 



dan Xplora Plus 



High-end INTERNET PC 



Ea 



3ZMBE00RAM 

■ 4.3GB EIDEUItraDMAHDD 

■ Intel Pentium" Processor with IM MX"" 
. 512KB PipelineBjrstCaclieMemory 

■ Intel VX Chipset 
2MBeDORAM/64-bitGraphicsCard 
15" Super VGA L/R N/l Monitor 
(Viewable size 14,4" - 351 mm) 

■ 56KBPSVoiceFax/Modem(UKonly) 

■ 32MA)' EIDE CD-ROM 

■ SDundblasterAWE640EM 

■ dan Hi-Fi Power Speakers (150WPMPO) 

■ MidiTowerCaseMK2withPSU 

■ Microsoft In tell i Mouse" 

■ Fast EIDE PCi HDD Controller 

■ 1.44MB FloppyDlskDrive 

■ Win 9S UK Keyboard 
' Microphone 

■ Windows 95 

■ 1 ParallfllSZFastSenal Ports 

■ MSWorlis Suite, 
InlJitQuidieneSES 
MMX'"SoftmarBaundle[Stltles) 



n!TilBIB 
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dan Xplora II Plus 



with Pentium II Processor 




"We judged tJicPCs in this month's group 
test on lhi"ee main criteriii; perfonnance, 

price and internet re adinesy.,, There is 
dsually quite a bii of hand- 1^ ringing over 
nur Editor's Choice award, but no! Ihi^ 
month. Sheer value for money, performance and a no-srrings 
internet access trial means tlijt this month'5 winner juii had to 
he the Dan Xplora Plus/1 hftXT. It is well built, well specified 
and isoneoftliefew machines tube truly internet ready. Superb." 
PCW, Editor's Choice tliri Xploni l'lus'l66XJ , SepiV7 
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Anewsupercharged version 

□f the beslselling dan Xplora Plus 

with Intel Pentium'-1l Processor, 

LX Chipset & SDRAM Memory 



dijiiethnologylld 
1 997 Service Awiird 






5.2GBEIDEHDDUpgnnie tlsftJiiraUT) 
4MBXpert'ii,'\vrakVidLTi£;ard £St)t£)!Jnii:VATi 
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Personal FINANCE 



paymefl A monthly 

fi._ payment 
\% athemeisnow 
available to 
private pur- 
chiiscri. sub- 
jectloslatusiproofof identity. All 
yuii will need tu puv at [he lime of 
purclia-se isa HF/crieposii of the total 
value (credit card.s are iiti'eptabk'). 
Siit monlh'j bteryou can choose to 
pay the uut.slanding amount in full 
without interest, or you can spread 
the balance over 3tj month sat l^.'J'".?. 
^PR, A typical example of a pay- 
ment calculation foraDancompuler 
cosungi; 1228 ihcl, VAT wouldbej 
£1228 +£lB(dthvcry)=£1246 total 
cash price, payable by ID'^r deposit 
of£124.5iDfodowcd by36monthly 
direct debit pavmenis of £43, SO 
(l').'>7; ,M'R), Tulid amount paid 
over 36 months will he £17fl4.(>4. 
Written quotations are available on 
request- Dan Technology Ltd ii a 
licensed credit broker. 



How to Order 



Confacfour safes staff by : 
Phonet 0181-8301100 
0113-2591200 
OTOOD DAN PCS 



FAX: 



0181-6301122 
0113-239 0652 



e-mail: sales@dan.co.uk 

5a1es@leeds,dan ,co. uk 

Post; Dan Technology Ltd 
Ironbrldge Close, 
Great Centra I Way, 
London NW10 ON W 

formominto.visitourWeOsilB: 
http://www,dan.co,uk 



Watch TV & TELETEXT on your PC 



Capture Pictures 
and Vidno Clips 



included as standard 
in dan Home Plus PC 



W- f\ ( Requ ires .XTl Video Card wilhAMCionnetlorl 
■■■ This card combines TV program viewing with video 



recording on your PC. It enables the PC to 
receive TV broadcast signals directly from 
an aerial or cable and display a live TV 
program on your ilanditrd VGA monitor. 
You can conned it lo a VCR, la^cr disk 
playerorcamcordertoeaplun; images or movie 
clip.s. These ean then he saved to disk, copied 
LO buainess presentations, web pages ore-mail. 



For UK only 



TVonvour PC 



& 



Teletext 



In addition lo the TV capability you can display ltlelc.\t pages 
with Fast text. Additional features include: 

Full screen TV- zoom and mo\ le cUp capitirc. 

I Savaprinl capture images or teletext pages 

■ MPEG-lPlaybaek(30tps -supports 
Video CD 2, Karaolie etc). 

■ Savccaptured still images direct 
10 Windows Wallpaper 

■ EiilargeanyareaoftheTVpicturc 
you select. ^'■-*^"=*°''*^*r ■ 




Prices valid from 1 st April '98 
Opening Hours-London/Leeds Showrooms Mon-Fri9.30am-6pm 



London: 0181 830 1100 Leeds: 0113 259 1200 



LOhJDOM: Ironbrldge Close, GreatCemral Way, LondonNWIOONW, FAX:0iei-S301122 
LEEDS: 10-11 Feast Field, TownStrEet.Horsfortb, Leeds LS184TJ, FAX: 0113-2390652 

Internet: www.dan.co.uk e-mail: sales@dan.co.uk 



J 

VAT@)17,6%.E.aO.E 



WARRANTY: 



I All Diin sy 5l?iTi* Jind kiomimnLTi b, tiLym^i 
wilh <]rn: yudrbiiuk-lu-biiic pan^/laliourguariinteeaiid l.ifelimc 
H"[lincicL-plinrn^SQppijn. Oplioiifllnexi-tt"orkingHdayl5*ubjecll(i 
L'u>,iA)mi^r liioa[it>n mid linie of call) reGponse ON-SITR ntiinlLTtinfi: 
(142 fjriliL' fifil ye.ir-UKuiQiJibiid only kHDAVMOMilV 
B AC K C L A R \ M 1 1 IF >01' S A' IISFIED [e^ d ^llll!^ pnnicn. 
& sottware). All sutlvFan? suppticd nn DnEiii.il mt^dijt, c^litiI Tnr 
Wurliii* w1iii:h is nnlv piv-insliLlledciJi ihf bard di&k Dun I rL-lniulu^^ 
■^j'PE^mi prices BDdEpehiitiLnLiiiQSElDbUbJKtirLrcKaiieewilhnDlnH-ince ^lisflicj 
Biesub>i^LL[uDiuiTei:IUiuliie>'IHlTCfniMllldi^T»(liTinn^,3[n]iyDlVhLi.hJiiii> bi: 
oblitiHf i1 "d r^qu^,^. DllL TwhnDlnE> iiilmdrniiQiCaf UianTmlllialu^Lld 
nhirhlnJI ^|ihP|idtar> nlUanlL'trhnDloUi ll4ililiii]:iLldrlllli'llllsl[l?|Jig4t £. 
PiTliLin^n ni-li^liridTrjiirmiirkXiindMMX l(DT]':idtmjrknFlhi:lnlk<l 
Ctiip^iruEiuii ALJLcuilcliiJikiilLkllijA'lUiJ^d 
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Vood<»o 2 
hooked on speed, 




generation 
graphics 
cards has arrived and, 
sure enough, 3 Dfx have 
lived up to their 
previous claims that they 
would deliver a card 
three times as powerful 
as their first one. 
Voodoo 2 provides a ' 



frame rate for games 
like Quake II. Forsaken and Incoming f 
tested it). But unfortunately that's about all it 
does. There's no visual difference between 
Voodoo 1 and Voodoo 2, so existing 3Dfx 
owners who upgrade are bound to be 
somewhat disappointed with what they get. 
This will change later in the year, when games 
start to arrive that use the increased amount 
of texture memory and take advantage of the 
speed increase to use more detailed polygons, 
but early adopters will be unimpressed. We'll 
be looking at the new Voodoo 2 cards in more 
detail next month, but at this stage it looks as 
though the card that comes with the best 
software bundle (or the least expensive one) 
will be the card of choice for gamers eager to 
upgrade their system with Voodoo 2. Orchid, 
Diamond and Creative Labs all currently have 
Voodoo 2 cards in production, so you can 
expect a price war to start pretty much 
straight away. We'll also be checking out the 
first cards that use the PowerVR 2 chipset to 
see how to see how they compare, though the 
fact they depend heavily on DirectX 6 does not 
bode well. Watch this space.,. 

Chrii Anderson 



UftraRacer 3D 

O 



IZE ISN'T EVERYTHING, ALTHOUGH 
(as most girls will admill it can 
make up for a lot With 
this in rnind, the 
latest driving wheel 
for your PC sure has a 
lot of making up to do in the 'it's 
what you do with it that counts' 
department, because the actual 
steering wheel part is 'fun-sizel 

The Ultra Racer looks like a cross 
between your average TV fcmote and 
an old 'eos paddle device. Compared 
to a 'proper' wheel it's a bit laughable, 
but the build quality is high and the wheel itself 
has just the right amount of resistance to feel 
vaguely realistic. It does sit nicely in the hands, 
though the buttons are a little too close to the 
wheel for my liking. 

The main problem with the UltraRacer is that 
for serious driving fans who demand realism, it 
doesn't quite deliver the goods, and for those more 



into arcade -oriented games, a decent gamepad 
serves just as well. Opinion around the office 
was divided. Personally. I prefer this to a 
gamepad, though I'd have to think 
twice before buying one. But 
with PC driving 
wheels 




costing upwards of £100 [the 

decent ones, anyway), it comes as a pleasant 

surprise to see a cut-priced alternative, 

Richie S/iDe/noftei' 



Manufacturer: Interact Multimi^dia 
Price: EJ9,99 
Tel: 01204 862026 
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Expensive hat 

DON'T GET TOO EXCITED, BUT ANOTHER ONE 

of those fancy virtual reality things is 

coming your way very soon. The UR Gear is 

a "head-activated 3D joystick and PC 

controller, a hands-free mouse, and a stereo 

headphone with integrated microphone". 

That's what the press release says, anyway. 

Find out what we say when we review it 

next month. We've got to admit though, the 

integrated microphone has its possibilities: 

no more typing in juvenile insults to your 

mates over the network or, indeed, on the Net. Cue much screaming into a microphone; 

"You degenerate men-drinker" etc when you get fragged for the tenth time at Ouafte //. 

Interested patties who can't wait until next month to hear more about this promising 

abuseotron can ring 01343 323525 for more information. 




I Intel try again 

HAVING FAILED TO MAKE A SIGNIFICANT DENT 
in the games market with their MMX chip, Intel 
are now producing their own 3D chip. The 1740 
will be installed on all their motherboards, 
immediately giving Intel an estimated 20 per 
cent share of the 3D market. The 1740 can 




allegedly hold its 

own against the 

current crop of 

3D accelerators, 

although how it 

will compare to 

Voodoo 2 and PowerVR 2 is anybody's guess. 

Tune in next month for the full specs on the 

new chip. Q 
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Bigger is better 



^^^^k RE YOU GREEN WITH ENVY WHEN YOU 
^^^^^^^^k s^e yam console-owning peers playing 
^^^^V^B their games on huge TV sets while voj 

^^2^^^W ^^''^ ^° '^^''^ ''^ '"'^^ ^ 15-irch monitor? 
^^^^^^r Well, we may have the answer to all your 
^^^^ probtetrs. In the last couple of rnoriths we've 
been reviewing games on a Philips 31-inch monitor, and the 
difference it makes is quite dramatic. Split-screen games 
suddenly become a viable proposition, and accelerated games 
like Ouolre//take on a whole new dimension, The madel we 
used was the Philips 301, which is: a) big, and b) capable of 
displaying cryslat-clear images even in true colQur at images 
of up to 1600x1200. However, there are a couple of things 
you may want to take into consideration before deriding to 
rush out and buy one: you're going to need a lot of desk 
space for a start, and secondly they're not cheap. The 201 
is£lB79, which is enough to scare off all but the most 
dedicated of games players. But if you're feeling a bit 
Hush you can phone 0171 222 0833 for more info, 
Incidenially. before you start cursing us for having all 
the luck, we've had to give ours back (damn I). 



Top wheel alert 



DRIVING WHEELS FOR THE PC - WHO GUYS THESE 
things? Not our freelancers, that's \ot sure. But then 
they're <ill a bunch of skinflints, so that doesn't tell 
us much. But we're reliably informBrI (by, er, PC 
driving wheel manufacturers) th.it these wheels are 
incredibly popular. So lots ol you will be pleasetl to 
hear thai we've just found another one. The Top 
Gear, from logic 3, retails at .i piffling £59,99 (very 
cheap as these things go) and has auto-cenlring, a 
Italher-type cover, full compatlbllily with the 
rhroslMaster Formula T2. and lots and lots of 
buttons lo make you feel as though you've bought 
something very modern and hi-tech, A review 
sample is winging its way to us as we speak, and 
we'll be checking it out next issue because we're 
genuinely interested, and not just because we want 
lo spend all day playing driving games. For more 
info, call Spectra Video on 0181 9Q2 2211, • 
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Lord 



A feN'm^^^^^^^mswio a fu 

which ^^^H^^^^l^piltiple joyslicks/g 
device. The manufacturers claimed they had your best interests at heart when they designed 
this wonderful device: 'No longer will you bump your head on your desk white clambering 
around removing one joystick and plugging m another," they claimed with heartfelt sincerity. 
That'll be a 'head proteclion kit' then, which of course is a very good thing. Well, joy of joys, 
we've just found anolher one. The aptly named Joystick Switchbox, from CH products, 
supports up to four game devices. And it has a lot in common with Alpha's product: it's a 
switchbox, it's black, and it looks utterly awful, 
lr> theory, a device like this should make life 
easier for gamers with more than _, 

one gaming device. In 
practice it's a 

complete pain in ^^^^^ht . \ 'y, ^ 

the arse, as you have ^^^^B^dm. \.<!6V'''^'-l''i- 

to change drivers for |HM ^^^^^^^H^^^x^iit^^'' 
each device in control 
panels every time you x 

want to change controllers. 
Which sort of defeats the point, 
really. Still. I suppose it keeps your 
desktop tidy. The Joystick Switchbox 
retails at £20, For more info phone Ctf 
products on OIS'14 3d540G - if you really 
want to. z 
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MC/rWG RETAIUR, 



PRICE! CHOICr 



THESE HAVE MADE US 
I OF COMPUTER SOFTl 



■ DIVIUON OF INTEFWCTIVE COMUERCUL EHTEnFRISU LTD 



fii you hok liiraugh tha maguiiti you will undoubtedly 
notice other sdmib for otii«fmtiloivtfton9»nles. So 'MiBt 
makes us Afferent to any af tfietn? IVeff. how about this..... 



PRICE !• 



You should find Gameplay to be the cheapest supplier 
of PC games ir the country, However, we tan't look 
everywhere at once, so if you do find a better price, please 
ring js and we will do ojr best to beat or at least match it. 
On top of this, we offer a FREE 1st Class delivery service 
and we don't ctiatge for membership if you are buying by 
mail ordersothere are no-Hidden Charges". The price you 
see is the price you pay! 



CHOICE !! 



Jiisttaice a look at this advertl 2 pages crammed with 
software and equipment! We try to stock every game 
available and if it's not in stock when you ring we should 
be able to get it for you fast. 



OUALITV ■■ 



eiUB* 



Why not visit our 

All items are fully guaranteed by both Gameplay and their ^ „,, , """ f"™"?"!,''? ™!?/™ ™/ 

rtianufacturers. Any product that becomes faulty within its ADDRESS ON me OfiOeB FOBMi ALL ITEMS IN THE 
warranty period will be replaced hassle free, quickly and STOM ARB AT THE SAME DISCOUNTED PRICES AS OUR 



efficiently, 



AUfl ORDER DIVISION. 



SERVICE !! 



Delivery time is normally within 2 working days and our 
packaging has been specially designed to ensure that your 
products arrive in perfect condition (we do not use Jifry 
sags!). Also whatever your needs we can help you make 
the right choice. Our salesmen are all enthusiasts and do not 
make commission, so they can give you completely impartial 
advice. Remember, if you don't like il you don't have to 
keep it so we make sure we tell you the truth! 

These an Oie quallOes Oiat have made us 

Britain's largast md fastest gromna mail order 

supplier of conmtter games. CAN YfMAfFOSD 

NOTTOmfY ratffi GAMES FROM US? 



THE HOTTEST GAMES AT THE COOLEST PRiaSfl 



FREE GIFTS 
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3 Good 2 Bt Thff - In::lude^ UinwiE ^CLFi .M.. i ..'. 

2. Exi-fijESE 2, Cfiw J. NdscAR!, hniill :utm 

]D Ulm Miw Ga.= -.- - . i\2T>' 

3DULI«PlNlia3 , .„ E!l.9f 

3iD MILIIHIUU _„„.„„t^^„...£2B ?9 

., „. .na.99 

.HS.W 

_. E2S.W 

.-,„. £9.W 

,„_ E24.M 



6flei H^f^EI Kmh . 
Acim Go; 2 ., 



ACTUt ICf HOCUY 

Anut Sxci Ciu! Ecrooi 
AnuiSooal..-. 

AC-ECf EwPiE ,. OS.W 

AHi4-D Loi.QllMJ „. .„.. E7I W 

MWiJPJi] utm 

Amiga EhuiuiToi CD (101)1 OF Ahiucuus} £14.99 



CoUhiWD&CoriaiJ» E13.99 

CojAhWD & CoNauiv Ped Aiir .E27.99 

OuihCH: lOODlXTVauviUFOfl hoAuiT £7.99 

I. .'JNTEJ7PIKD ■ OFUcw *£D A.nn Data DiEi fll 99 

A'Ti-VAFH • OPOL to Allli D*TA[Jr» C9 99 

I CavLiT Qpiwiioia ■ DWm etc Dau Dim E9 99 

CoiiMKGi 3 (Navnoac).-, £28 99 

COVOUESI LlRTH H.- £37 99 

COWTBUOOI...,,- ■■ ■ -I,,,,,,,.,,,.,.,,,.., .F^TM 




CovEi Gil Strip Poroi _ 

CeftTUREj 

Ckc 



.„.^...,„„ £11.99 

..„.., £11 9« 

..a&.n 



Ar/jin Ij'iiMC'^ i, Hno Uojm Pack . 

Att.51 

Aii«Liaijrisr2,0[W«'95) 

Mxn 

A'DWC BO"llflUWI. ....,_,_ I... 

B'TI "Q BiGKTWC-.—,,^ „, ,„,^ 

B*/u Giiu A>Ji^i 1,11, „ii , , 

Bim c 5tel. 



EH.99 
. £179* 
. QI9? 
...KB 99 
...El 7.9* 

EI7.99 

. EliW 

no.99 



. £9.99 

_ E!I99 

£2i.99 

£24.99 

i23.n 



EknumiiiB MOOAD . 

B*nLf tiE S - lM!:ua*TioK..__.__. 

BlIILH M AlEmOEt 

BEAiTE £ Blw«ir<S 

BUK RlHa ..«_.....__ 

BLOOD „ £17.99 

Brd& fh^-STEi CL*iac «rH OMtf Sli*F £7979 

BmtH SwoflD 3,..,„...— £7S,99 

BuGlANto.-! tlt99 

Cwr-ijuPLiis fJ5.99 

CiHKDsai »______.E18.99 

CAJwjiEOK" SraiI Pin £1399 

Cut Psciaoj ttan IMoosinl ... . E33 9* 
Cw? , £169* 




UnLMROUNO 

^^nn^Ujim VKriF,Ei 1 1 ! y9 

BAnjowjitt 8«i Run ns 99 

a*ni,-:iii>,.rB W.r^Li.jii 17' 99 
BUTIibtDUND SniLCM ._....CI9.99 
BjniicMUNQWAiijLoii.. fT6 1'* 



OlMIFlCtOIIP MIWKF '97/98,.. 
Cll*l«-IniRlfT,.. 



.. .. £17 99 

£14 99 

CiBiMBiHSSM , £2i99 

CiviuuTiiMl ^ E17,f9 

CMLIi*Ti>J 2 DaiA DiSt COHFJJCTi IN CrpllirL'.^&j£9 99 
DvlUi*TG«2DATADM:pAmjt5ilcW(SH)E...,. £13 99 

Q«astiw 5*99 

Qoi(Co«M2:*BKatooF« £32 99 

Cmffic ^^_,-,„„„. £18 99 

CiwiirQei „.,..£2i99 



CJLiiSR No Reoct ., £19.91 

CflfRSiciUi £9 99 

D!M0-lM0Ei™iE.Hiiw[)OQUSDiKM!£a99 

DM' CasNv... £34.99 

DAiifti^H ,., £79.99 

Due FokbI: Jn Khiqhti E1T.99 

JiDi Dat4 Dm ' Mrsmis or the Snii E1fi.99 

D*|p feIGN £26 9* 

De»thRii_( . £iZ9* 

DuThTUpDjiJcioN ^i,-i.,- £17, 99 

De&tbuctionDiiiy 3. „,„,.,.„-„- £13,99 

DiHu _ ~ ™£2J.« 

Duliiu h-LMM Dt[o«D»MDl« £13 99 

Di-HiQ T^GtKNPain*iTc«iiiiCHE^rP*ci£16 99 

DkHudThumi ~J14.99 

Dhjmioo ..._ £13 99 

Dkwobd! _.._ ,.. £13 99 

OcOU-li llL1M>IEDD»t+3O0OeiluEitBS .£1199 

Doh3 ^....116.99 

DimNuiLuJD £10.99 

[>uiE Nulu 3D & Plimhim Kit £19.99 

DuiE NiBW In Ike C'BMUN £15.99 

DuNOim KiiFB t3B.H 

Dim DuiiGf^Ni Di" Ui Fot DuraCN Kkw .£13,99 
E»OiaEr'97-AWE5TDLii £35.99 

EA CcwpiuinoH - ULnv UNrjriiWEpDiii, Uitima 7, 
Shadow Ch^th, Sivge iMtm, Whg Commu&bt 
tuju/n, PopuioiA 3, Mahjong Pro, Spui Huu, 7 

Qtb or Sou £14,99 

Eiiwiege! El 3.99 

Eoi.ro 2 El 9. 99 

taiBLU _„ £2499 

EiHwED __,. „.„.., „.,_. £31.99 

EjTHvt Aiuuil ™, , £19.99 

Emw Turn Hn t Toi« Iko. Z, FIFA '97(14,99 

H eiQHG &~.(ljB«fT| £27.99 

F22ADF jTPMl. „ £24 99 

PJ2 Red ii Ofeikwwe Dha [>v £13 99 

FA-IB Ha«,TT. ..-.„..,.„,., u-.^^ £3199 

fA-ISSoa. ™. ,.„ E34.99 

Faiai lUciNG, , £9.99 

pEEKfPlLEi . . ... £25'" 

FIF« -nou TO ni Wous Cu> '98 £39.99 

FiFA SoCCEi h^ri*3EF £14.9^ 



lliCujSOil Fli&HTSrt^S'NEW' 
MtiWVtfSaiin/mOtJ'OtNU Data Dia,.,.,__,_.QJ.99 
M(j:m"fL6h'Si»;;jN;*to"t.'«3 _ . .E37W 
Snw?r Dl-i i . E^iL-ha f. W^ FT7 W 

IcpiPfDitiJ-BBr.^Jid li^Cu^u....- w>iE/9« 

SroHr D» i J - Ewai I . ._^ _„.„. . E» W 

SCEV^ DOiS.i.M ^foVOwiH.-..- KH f izn 

fiy,irW^^Tam C39f9 

rLGh-in- ^ I irpiitfr i Olkt rJBS,Et ?3d f? 

hninla>n-«~FiiiFS].MFU as.n 

Fu&nlHf fiFxi/7- Cowvrk mu Fumi KBiir,infitns 
inrHFI5.IlF» Ot.lt 

FLIMO <1A1BU Kt FSA . Fir JIM a 14 hcsr^&ficv,! u»:u7 

[J ,«; 2071 Ce^tijo Bim * SjwTi c«3 !□ CoMBBj £1 199 



FicntiG Foia £37 .99 

Picitr Unuwhd 3 £37.99 

F.d^ComGijic £19 99 

FoKoim Buuu AMD Akmvi - EtE c riiE 

BEHDLDEF 1.2£3,^^ErJZQa£FFL»NL.N.&.iNGEOF*K^ti-|- 
?CTHEIS _ _..._. .. il9,M 

fowijj. 1 IPsKMHSl Wn '95 r. D3D/3DP11.-.E32 99 
FOHUU 1 "97 „ £38.99 

FWJLSAuiWKi i1i.99 

Gi!«i KM&iT 3: Tfk BSUF V*iHH _ £12.99 

GikWus £15 99 

G-Nqxe _... £10.99 

GFOUCE „ £3i,99 

aoBMA ., £30.99 




r£25.99j^p'E18.« 



lEIPGraER3 ,...,., £1999 

Jc GuE^r LoiE BnE5 £li 99 

loir Sriiij Figffur .,„. £37 99 

ICNIH l-CMLi Skii £17 99 

JcuKEiwi. PKi.!a3.., „ £31.99 

tia 0>F '9B _„„,„,„.„„„ £32.99 

SiFC-QuisiCcuU..,,^ .„ £15,99 

l>NO! OF Ion 2 ,,-t — £27,99 

Iffio liUNO .- £31.99 

lanESjFlAiir?.- £35 99 

lElWKJL PuwiH f*j Wot iMwei -I- la«.WE£ 1 2 9? 

LEitr*iH _,._ _ , £19.99 

LiinLS'9a ,.., £2799 

Luu CoiKH: V^ehmV&iiaii/Dws Um .... £14 99 

Lmu Big AoviHnju 3 ,._ ,.__.,..,.E1199 

LoiE/i LIP ttuiic £35.99 

hPLi IF fmiReaiw 2 RoiiEdhcn ,£35.99 

Luus Ain Arcmvi Vk, 1 - inqudb Dui Forcq, 
Tf* Dig, Mor*rr Isiafo 1 4 2, Fuu TFtoxriE, APEtiFE 

& [itcn Am Eamfur Dm £31 .99 

Ml I.™ Pi,.TM" 3 £37 99 

Uu!ii;FNEG'mm«iMiciDf»aS_,_ £31 99 

WjflTT lyK 

Wuiif DiDP ,._^_........u.,., Ca.99 

Wjjiiis OF Oam 2 £10 99 

MDK £14,99 

WfCM W.IUM 3., £10.99 

Miairu a ■ »AuiEi of Onoii 3, Sw Cn 2C0C, Wch 
W»RB(S 2, Bio«" S'lian, Saswi 3, Jus^/iutKF 2, 
iMI A3, lio H01H& 1, REilJH FO liM. nc . E39.99 

Uli InBiao f 2i 99 

«c«0 MAcuKS 3 £31.99 

WjciosofT GoiF ¥3 £13 99 

MCFOHfF REIUIN Cf ApiinK - PsOUH, POU POWICN 

DigDugand&ihmbI!(Wn'9Simv|,...„. .117 99 
Mowi IhiUd 3 m.94 

rnxna _ 130.99 



^ f E10.9 



lb:j^DR.:}i 

S,^R*i FkFFEME TeFJ^I^.. 

iouau „ 

Sai«iB2 

SOEAUB HfKI .. 



£21 "t 



...£10.9( 
...£19.9! 
,.£!S.9 



SEF^ToffllfiCAJB.-..-,— — 

SfaWDRiDiiiDESoi:[B'9B.„ 

SwbFI 

SpisiL' SxcEi 3000 

ScnuH3Gou, 



„a4.9! 

.£2T,91 



-Esas 



3E1IE6 2 (AsaoN Dw „.. ..-,, El 3.991 

SevpnKifigdome, .,,..,. ..._ E3j.9fl 

SFHDO«l>THEE«FIRi £27.99| 

SmDO*(toi« £27.99r 

Sfukw W'Wict £27.9! 

inMliii'lGnHluK £2B.91 

SElRtjFOIFS. GOLf;*aSul '9B/S'l R-CIIIC EiTH £22 9 

SiH CiTV IDOO + Tnuu Howni JE3!,9! 

STII1T& OF Sfm On fT?i9 

'M Coter ..„ ^ — ™. E1S,91 

in Cat 

!C'K3D £21.K 

i>«SKu.,:ii;s. £239 

Suet CD ^97 13000 Shciui 1 CM GUB),E14,9' 

iPEEDDCAF AlAtl , _ ill? 

SrjUHIVT "^,9 



SF*RGEFflRM. . 



H4.99I 

,. m.r 



Sf.rTrei Caitvi's Cf«i... 

SF'rTref E'i(.-jclgp'E3» £36.9" 

Siu Tni GtFuunoiii C1T.nl 



.J14.nl 



Stai rn> OunirRDiA ,.,., 

SfuTiek Sru Fiif Aoauv.... „., £2iWl 

Stai Wiu HOMOPOW., -.PM!! 

Sfaj Wab Sjrehao . . .. 
Sfeel Panffiers 3 - 

SlJPH PlIIQE FiGFFrai 2 - 



Vai-SISf Tbuoj ... 

MOFFF^ PflFIGN TRPIE P*DL__, 

WoR'Ai KowiAr 3 

Wumr'b Trumh litWO 

Mra.. 



„. £30 99 

,^.£32 99 
....il2 99 
i 19.99 

..Ei&n 



„t9.a 



Gc<sauvi^ 

GcCSBityPi. AnACRDFIFIFVillA'n.,.. 

GiAHD Piix3..,.M,~T.w-~.M«„.w.,h.„.-.E18,99 

G[A'HllPtk2 t GrANFF PRII AtANAQH 2 £29.99 

TwK P»c( FQR Gwiin Pro 3 114 99 

Giw Pill (A'lUGii 2 „ 112 99 

GuND Trei Auio __ .M. M..„E!e.99 



S'n-: IheFauw Ldrds „,. h-, £37 99 

I.ASC«3 £17.99 

KBAArFicN'9B „,„ £2199 

NBA bit '99 _.. „ £3B 99 

WEii FOR SfSD SFicw Ecmon _.„„,„ £1 99 

HmouOtMi - ,„,* £13 99 



Svr*K>FE Wars.- ,.._ 

TpiPmAuk f2J,9".. 

TEFFDint4 . £2B.99| 

THRHHoHinL + SiHQnlOOO ElLHl 

THEGofFso ...125.991 

litFiBFismWiw 12i.9JI 

Tie Fichiee iXfina DiH. 8>iakci a Powi ...11 3.9V I 

Tii.nc ...Hi.9f 

TOCA TovtiH> Cms — Ul.nl 



NFLMacdeh'9B 

NHL Hkir '99 

NUOIAK Sf!«e .. 



-m £28.99 

_,„ £28.99 

,,£37 99 



li^" C U'-F- iSN . 
Toju Raider ., 
Tdhi Bajds 2 ., 



...£21 99 1 

.,11 ml 
..m.ni 



0Mlfl KMI* onsi 
MON-PRI 9ani - 8pm 
SATURDAY rOoF" ■ 7pFii 
SUNDAY IQom - 4pFr 







MO QUIHU OCMINCf POUCr 

IP YOU ASE UNHAPPY WFTH YOUR 
PURCHASE FOR AFJY REASON, 
SIMPEV RETURN THE ITEM IN 
PERFECT COHDITIOK WITHIN 4B 
HOURS OF RECEIPT BY RECORDED 
□EUVERY AND SUBJECT TO A FEE 
liaib OR MINIMUM £41, WE WILL 
SWAP IT FOR ANOTHER ITEM.jTHIS 
OFFER AI^LIES ONLY TO ITEfJs 
LISTED IN OUR MOST CURRENT 
ADVERTS. WE RESERVE THE RIGHT 
TO REFUSE EXCHANGE If THE ITEM 
IS NOT RECaVED BACK IN PERFECT 
CONDITIOSj- 

BORDER BY CREOn CAKD, CHEQUE, 
POSTAL ORDERS OR CaShJPLEAM 
SEND CASH BY REGISTtRECi POST 
fOk YOUR OWN PROTECJION], 
SORRY. NO CASH ON DELIVEiii'. 






E 



Of i>n iviTH eoMfioiMa from 

ONECr I I.L;'.- ' J-''LltBil\THF 
COUMF., ■ '.Il ■! -no SOFTWARE 
ITEW.IM.PI.T": ,■"■ Afl 

l«T tUISS DEUVEWr NtD Of 
aUUKI :■„■ U ■ .V,AIKLAMD WE 
(*OVIDE THE fJUTUr DELIVERY 
SERVICEATOUND ■ 3'.VORf^i(IG 
DAYS .MAX ON 'JlOCf ITtMi |P1£A!£ 
ALLOW 8 DAYS f OK CLEARANFTE If 
SEMD/NGSCHEOl^Ei NEXT DAY 
OELMRY FROM C4 ORDERS PtACED 
BEFORE 3PM ARE SENT THE S°ME 
DAY [SUBJECT TO STOCh^ 

I MOV OF nriEc amimhv. 

WEALSOSTOCkOAMESa, 
ACCESSORIES FOR N64, SATURN 
a OTHER CONSOLES AND CD ROM 
OTHER COMPANIES MAY TAKE 
YOURimONir IMMEDIATELY BUT 
WITH GAMEPWY YOU WILL BE 
SAFE KNOWING THAT TOVK 
CKMMT CUD tnu MOT H 
DCBFTED UMTIl rOUR OBDCII 
IS DCSPATCtaO! 






.£36.99 


OUWi 


£13.99 


HwalwraiiiHi-ON 
Quake TDOuiT . . 


E10.79 


£13.99 


QiZow 


t1!.»9 


SCOLMGE OF ABMACON 


£10,99 


ShiikI . . 


£13.99 


DraoumoN OP Emrr 


£14.99 



.. £6 99 
. 121 99 

£9 99 

HuiW'R „.... £34.99 

HurtSF OF Solas,. „ £25.99 

tiE'fl &JR „.. , ...,.., , £38.99 

Hekifi of Mjgfff h MvaiLlt Dah Din iijNai£2e 99 

Hiijfi Of MioiiF i Magic 6 . £38 99 

Hum 1 ™.___. ., E37.99 



HUUCA^ISIAND ., - 

l^ EOFFIAH [ilFJlIT ,.,---,- — 

.F33 RtfFOR 

^^^N!n□N .,, ,... . . , , 

iMIA2Afirwi. 



„ £21.99 

.,.,,..£19.99 
..£2i99 



0«VBlb7INXS/U! SdngsoKS, WJi £33.99 

OoDiULj £13 99 

anDivciRLD.ASE'iOnorSEE,.. .....£21.99 

Oinum „_ „„,_„„.__ eiT.n 

Pfinc g™w „,_ .,, E3i.99 

FJNSriOFlijM „..„ £19.99 

FimpGe'ieb^ 3 „ _.. £26.99 

PSA Tour Pn.™™-™™....^. .E14.99 

PGA SiiGsiss Tour '940193 £13.99 

Pw NipnNPWic/QBOcmii Euro Dims ....eieh £13.99 

PHwiiwaiBA! ,. .,. £23.99 

Pnhll'97. .. „ _ .„.. £13.99 

POD Gout {IhouDu tntt luoa] .mm,„.-.,.£ 1 7,99 

PcUCEQuKFCDLLiCFIQN 1-4 _ £3199 

PoLtE Oul^r SiVAF 3 E2S 99 

PoL-'in ITOK ClanciI £36.99 

PoniiQui 3; iHi tmn Coauwi, ClB.tf 

POSTAL .... .. , £2199 

PFSHER WwGtR '97 ..._ £24.99 

Pfjvafui 2, [■eCWuEFJw.., £10.99 

PuMFBouLf n £17.99 

oiw 1 „....-,-..- — . CM.n 



T0F*i ANNIFftAFION .., . .£2 7.99 1 

TjfalAiimus' Cafi, DoGzSWoRUi. . ..£19.99| 
Total Heaven - iijauDEi Oviuunofi 2, SiM 
City 3000 « Settleis 3 Eli ,99 1 

TaiAi iK^AFRirr - N^LUtii PGA Euecfl^n Tcur, I 
NEFWoij a RAC RfcLi S SlAR Tlii 1NG ...,QLnl 

UlFlUA COUECFION .,._ __„£2J,99| 

UiFiii®FE (ace ._ 116.991 

IIlfiwafe SoccuMAFMGn '99 .„.,._„..„ J3a,99l 

Vim Giils „, ,_„., ,.,._£14.W 

WRiutC0P3 Mi.i 

WrfwFighth!. , _ S!8,s 

VimjAi Pool J_ tITW 

VIRUS , „„EM,J!| 

VRP0WERB0Ar[l*CIFfi ,_ £2S.9?I 

WARGUFr3i- 50 EIFfLAIB^IE 4 MIVT BODE ,.,-,123.991 

Vtinh«. War - 1 (50 ieveis for Wuom 3 , ....£14.991 

WAiMW(R2 finublEHJION £25.991 

Wabob^ 3 £2?.99l 

Wr« Cd»a^w«eb PEOF*tCT -.—, -„.-.. .£28,99 1 

WPEOjr2Q97 , ..._„, , E3I.9?I 

Wou buT CwmHBW (HninB Q I|.£».n| 



Lv.il-BUM G^ACTt* 

iNMHhDIIICdUr-. 

L^FIRSFAtE 76 „„ 

IWai 

i*CR NlCElA4fl 5 ..„,.,- 



£1799 

£2399 

£2! 99 

£13.99 

£2/. 99 

£2499 

-„.,. E2S99 



RAywN Gold „ ., 
Re> B«»i 2 .. 
REDFflCI (aa/O™ 

REll:^AJ!D 

ReiDERn Evil ■ 3DFX ^erhdh,. 



£18.99 

£24 99 

£1099 

£14 9^ 

...E33.99 



X Con- AAOfALFKF .. . 

ZOBI Grwd IfiQUIUFOR 



£37.991 



Rhideht Eul - PoMi VR ntam E20.99 

RiingLiu» _ £2S99 

R3 .„ £199= 

RimlMmfl -..— ,J37.r, 




■«5.99 .■■E2a.99;-J-ti; 



WE DO NOT CHARGE YOUR CRBDtt CARD UNTIL YOUR ORDER IS DESPATCHED, SO YOU CAN RESERVE YOUR NEW RELEASES TODAH 



UALITY! SERVICE! 



F THE LARGEST SUPPLIERS 
IN THE COUNTRY TODAY!! 



BUDGET GAMES 




tin HOUI + 7Th CUKT El 3.99 

DLi"«Jr«i „., iU-W 

D Uim ?»wii -EIO 99 

944 AcBJss tui fcnN! , £9,99 

lOCuu £9.99 

fim 5o[0 ~ £n .99 

iwojiEO Fn _„. ElO 99 

rawjmci _ £10.99 

Tmn £899 

i«miSiniD.._._.^M»»...»..-...E10.99 

MHON Fonos 2 + Dim 2 113.99 

■jBit 1 -._ — £9 99 

■1HI«SM £9.99 

•iiufwiii™ ttWGP GURw-.-' '95 £!99 

hAMPIONJHIpMiUiAGEIt 96/97 £9.99 

tlirONJCLES Of THI SWOID -EH.99 

.»iui*;iJN £9.99 

P:«r '96 (Eikucmc Airo| £10.99 
ME« No Rwcta £10.99 

£9.99 

iiH FOKU £11.99 

ktfiiNE £9.99 

)cmSraKi*Jui«i!Siiia £9.99 

■ESTIUCTION Deui H. ~...E1].!9 

■ntoiT „■„ 17.99 

■•oo»! ,„„„.„„... .,E1I,99 

■une9 „„„,.„ Ell,99 

I Gpa~d PiK „. E9.99 

22 LiSHTNHi) 3 „—„..— _i.mi..—— 19.99 

yiJETOBlWJ ,.,„. E9.99 

IFA Soccn '9T _„„..„..£ 10.99 

INI DOQn ,... , £9.99 

iiGHi a M AwwoN Qum £9.99 

L<itiiUNLiMm([JOS) £9.99 

uuTHicmu — ., £19.99 

imii Kmoii E9.99 

■Mia P«» WWGIl £7.99 

(Einic StwHm cf tHE Sffimr fcMU £11.99 

(EIEN El 1.99 

(MW5!iSos£T*nDO „. £10.99 

iDfui , A-„„ .....£4.99 

■nrui I^ .^.>^.._.i— .H-..M,9) 

"unWHUt'sSNMiK - EII199 

JKSSQUEST? , £9.99 

ssua Surr btsi 6 _ El 0,99 

.imu LS -.. £1 1 .99 

■rmt Bio Mtoiwe £7.99 

JAX £9.99 

Maw.K 6 £ 1* . 99 

KRnMACHMS 2 !fK\M. EcmoN £9.99 

Whih IsUM) 1 S 3 £13.99 

WSCAfl ItfiNG + Two tKf £8.99 

jmHoCTn'96 ,. .£9.99 

■GAEiitopfmloui , £9.99 

mifEi GoiQ ., , .£9.99 

•uFui ,.,..^ ^ X9.99 

•oxt Quest SW*T...^„ .__,. £9.99 

VwniFT ^.^....«. £9.99 

■ncHO PiNWj,. „„., ... — ....11 1 .99 

yilKJ*BTfCOONCl£LlFII _,.„.„, — £9.99 

¥ia*ffi«ji .„.„„.™.„ _,....£ ID 99 

:fBa Amuii 2 ,.„„„™„„„ 11 2 99 

•mm TO IoKl ^^ — E7 99 

'joMOEMAitaUj „„. 19 99 

M4W«HiTTnft™ + CHYCHieTBiuar£13.99 

icoRCHEi £9,99 

•ctMB ~ .£9.99 

iWNGnu ,„. - £9,99 

'iim TnuNDB ^.£9.9! 

-.u On .:. £9.99 

Imlsi! £4.99 

iw TmB „.„-,..E7.99 

J'«tHuLJi2:V0TBA £1099 

iPtEDDtWM £9.99 

jT*R TkEK 35TT1 Anmtjhswt £11.99 

^T«THE^; N{flGe*ehraN ARwiUwY.. .£10.99 

iTHFi 17.99 

iuFH EFKHK) - -^ J11.99 

!iiR»«VaociTi £12.99 

fBBNOVA... 110.99 

fHEDB.,- .110.99 

tmrnrum .SJ.99 

rtwDHmw 2 „ _,.„,..»__ £9.99 

Te FiGHfBt CouKioif s CD..„ El 2.99 

riwCcw«WED - ElO 99 

tcf&IN Eia.99 

tcBm'iPwutE E9 99 

tiMsoiT TiojoN 1 Woao Edttm- 19.99 

JFOEnemiUnkwWj,, £9.99 

Uuiiu I _. „—.-—.-— — El B.99 

Jiiwn Doom £11.99 

JITWAT1SCICCBLWW0BI2., ,- £9.99 

JwffiAtiiujNoMooN. £9.99 

UI Htn Fiomm ■97....-.._.— ,„..^9.99 

NucifFi £li 99 

HiuHuuui: Shuwvi arnn Hoimd Rn E9.99 
Wmws f«Mx Cuisa.- £9 99 

tUaComntiiii £13 99 

(Vmoin £1299 

Mans IWii FlvB _-~.-„„™, £10.99 

WowsUmied - £10.99 

« Com: TiBci! From TraDfEf.,,. £10.99 

IWhNCCDLiKTIQN UlEBEiAsmiir.. £13.99 
I £9,99 



DORLINC KINDERSLEY 





iDy:i.i: I . 73299 

AcaciK GCSE hnsi Maths, Qiehutit, PHrsto. 



-I' M^^'^.: l-nvip Ctim 
A-i., H....W: S-j O.jiljE . . 
BM^ Famk H:4ni E:4CV^L0PA(|^-. 



£2:. 99 
E57,99 
E27.99 

ez2.99 

..£27,99 
IU.99 

.E22,99 
.£J7,9* 



CmLME'l'^ FnOClCWm* 

Cmiidppjs M1IITW4PW OniDNtfT 

Cmidhicle ENacuj't^QiMTF HisTCtrr 
CHBOHCIE OF 20th CE^JTUn 

EKKujTOAi^ n-i-jfl, Sofa a Hsro" c wewoHS.w 

Er^iraDrtDi" of thrjE 2 _... . £27 99 

ErJ^QOrtDW OF totHCE l/I^TUtt I E*CF|PT7 '- 

ErX:vtLOFtDW Of SCIE'4a ! £27.1. 

EFC^lDnm^ OF Spice ft UWflH - £27 ^' 

HriTOii 01 IK WOBO £22.99 

V' F*ST ftWJiHG WQHILJ EtflOaH £22.99 

M' F4ST INCQDRLE M«0NC □■JUF^"' £22.99 

fmfc G»im Ohlhen, Md 44WjtK Ocuub, h^cn 

A BlA^ Flj^AEb, CuVSC C>m, &TS, ami EAOfEB,99 

•BIHfl 3™_ £J2.« 

STPiy*^*v _ £12.99 



llLnwTF h^/,1 Bqqv 2 _ 



. ..£27,99 



&tH ET2.W 

ViiH]«(riirnDii«(iijilluNiBI._ .£22.99 

Wa> iHiNGi Won J ..£27,99 

W0tL^A'LA.'FOPWiH[O« £32.99 




X E29.99 t. t E2fl.99 : - E28. 



DISNEY 

IDI [}*LV.lON5 ^ICITKFOI 

AlADPINAcTIVFTvCFr'ilF „...._.,.,..,.. 

Hnnii^ tjtm'ia ^IQFrnDl ....- 

Hufj&iwi 0" Hcnt D*"i SromDoL—.. 

LiQN linn A4«jnb STDITIOQC..,.-,.-... ,„.,-, - 

Lion tirli AcnvFTT Chtfe __„_._.,_,_,. 

F'lKDKAinr _ 

P«'li5*T«S!0WDa^— ——.-,,.— ... 

Tot ^laf Afii>i>i{3 ^IC4no« -... 

WlHNIlThEPDDKSTDr^fcMr,. ..,. 



...Eit.v; 

.0!.W 

.. m.w 

f7lfl' 
. E28.M 
. EM.W 
.E3J19 

mil 

...Qi If 
. .£31 (( 






OifORD CKiLOEi-'i EwnciOTOU - £39 W 

Powi TO Wrn teni Cquktiob . iHnima SutTom, 

Iwii, PwT lltsT V3 IMiW E!l .11 

F>M »f !■■ VI liiiul £1 7.99 

hi'ita-fVimw , I . , . ■ .£21 99 

SuuHiri CUHM SnDHi „_„_ iM.4l 

iTUiH«OB!tt.TllSlMl 11 *„..,.. _ £9 99 

iFtC-T KTFf rtfl „ £20.99 

TUNEUND _.,- £18.99 

WFTWiFFrlliBEiD ElBW 

WiNUE THE innlt. F'.' mnr fs.LD W5I1 E^H t9 W 



THI I* OUT OF »UH« 

n a h^'OcdaiiTiFd ffUBHian ii( inEipinini pukooH disnid ID ihl 
mhairi rvnvJi^ 'mh feodiB vilify I Ikd ugh gumtbotld LHliflliLi 

fbigrNl Id Elimuhli tvu' 'liild'en and Intrifil ihltn. ID^ID itihl 
UlLlMiliiig lupplif DruHwjn ^-ztSxJl. All mivn V ly iik. 
C\\oouhv^laf,biii'\\a\i\-i-f i^' JuwEmrfmls iSllLrilillu 
r4irlw|l-U| Mj1<bajqpliro''b-^b|,M(ilhiEnBlahiUiJrndt^ 

U|,Gim^ii-l4; ii«nliJiafr£MJ-l?| tllTtUW 



!f-'-'-Ui'J^^iJ'N: 



£21,99 



AnBocRE«DSCO!FiT4-5/4.7>I5 ill.91 

ADIErCLhn I WIMi 11-12/13-13/1 3, H714-15Jlf9t 
MC ANlWLi OF flimotWOCo/fJonov IfCH £22 99 

BBCPiiai £20.99 

BBCW^imeSGii*™ £16.99 

ELflOTOSS GArfE P^^^lOPf £26-99 

EuiQPuaCC&E WArF&/ENfiUl»l/PlfVE)aEACHE14.99 

Eltof^e^ Q R*NSE SflTTssis !nl« £9 99 

FrniFPicfiWlsl , EULl 

Jllu' Aheab iMtfUHl ,__., E17.9P 

Jll»PAF£1)NnlErf „. ^...l^.ll 

Hlhei: r«]tsjiE IfuVe „ „„,™_,.;— .— fT9 91 




ppp 

MOtKH 3D MllllF KWep - - £49 99 
Nlcul!!iiE»i3[IM[WEM»fEI. ...E4999 ... 
ANQENI lwJIfi_-______-.179-99- - 

AirGiiiHi £49-99 

Airoi™!; '98 -.,__ 159.99- - 

^ ■ .-■--■ i'5UKSIfs«c 159 99 

Ba.i.MiHEL. '94 £J9,99,... 

. - '97 £4999 . 

Ce.ii.i: ("ifri 1 FweMep - - 159 99 
Dt lHaaM QHtPMB ,....-.„.,C29,99 „- 

[WDWB - £39-99 - 

ENOm WotD Anu '98 - - - £49 99 . 

ENcr''9i 

EhUITA '91 Stuub E49.99 

bum '9a Dbuq E79,99 

GiiHTn;iWoi«H0P3 -£39 99- 

MouE('9B £29.99 

a^urn, -£3999 - 

Ofi:e'95Sf«ifwbV7 £199.99.,.. 

OMa ST ho,- _..E499.99 

liiuLiPoiMi.Ems'951 £19.99.... 

Piip.^-.«in - - - - -£1999 

Piid--ii:'v;.opWn3,l £99.99. . 

F -I-- ■".!"ilWN'95-- - £9999 

5TTJDEFfrOmci'97.. J99,99-„ 

SruDtrTPuRiiSHa £39.99 

STUDEini/i>uuB«it;Viiu«C-+E99,W 

SlUDEFT Win '95.Vopf ^TATinN£59.99 

Student WotKE „.E]9,99 

V.'ii. ., -£9999 

WlNF Gumi :,.,.E49.99.-,. 

Woo/.'; ,.',■, J.,,. 97 C7999 - 

Wofl:. OF FuiH -£29.99 



HLCi^VDENUEEXiPflil j........ 

BOD'V^OPEE b 

COIIL DiA* 4 „.,■-,., 

EHtmOP'EDU BbTANNIU _,.., 



ORB 

119.99 
. .E3I.99 

£24.99 
..-E32.99 

E50.99 
.. .E19.99 
...i3».99 

£1199 

EU,99 
-J1199 
-E24.99 

£39.99 
. £17,99 
...,E39,99 
„„E(!,99 

E33.99 
. Elt,49 

E24.99 
. . Ei9,99 
..1199,99 
. .. C3i,99 
- £17.99 
. -£19.99 

-EU.99 
,i1 19,99 
....E39.99 
..£119,99 

£52.99 

„„£]9,99 

E23.99 
£10.99 

E32.99 
.. ..(12,99 




rmi' The liffim V2 .__ „,.„_,...__ . 

flAP^Vni UNElri.yNE[l_,_„|.__H^. 

IH-QPEDI* UK ,.ytt~ 

IUi'9 Fo*ii Odd 

fftm Ieiche^ IrpiHQ VS 

OEDfJANCE SJBVET Map Of (JBiAlBllIAIN. 
□ llOID iHTiULnVI ENETELQPtlifLA 

P*f'itionHac-[:V3 

JIlDiHFFr i .......-.^h..-,...,,,...,. 

WptLD ATL*! Vfi . 



YTVW 

El 3 99 
..£16.99 
,E1H,99 

EliPfl 
....E9 99 

£12 99 
.,£29.99 
..£23,99 
.,£11.99 
..£19.99 

lU 99 
..£22.99 

t^7 




.£33.99 

E1B.99 

--..£26.99 

....£32,99 

-,.£411,99 

£14.99 



JfufAjd'97fo»Windowi'95 

FiNSi Aid '9a FO^ WiKDOwi '95 -. 

Fir5'AidDeljjie'97fdiWiso[1*«'95..,. 
RipAjDOiLuiE'9apOPWlM>0'fl'95-. 

HijiiuaFjE'9D 

MtflFEE VsuiScm V3 £24-99 

Mc*PiE ViiusScn V3 iriq QuMlHUi Ura*TB,£S6,99 

HcApee DVibcw VI , £34.99 

NoiTON UtlLHIEl V2 .„„ 122,99 

NliTlitol.Tl - t37,99 

PC.[>.iinV3 139.99 

iHAi'l WiUTi Cui HBf I ■ Fta<T An '9T, HmM 
AinMm,V/HDaiTi,Po*BDBii,HDMinuN £39.99 
Uhimtaiu> 4.S £39.99 



tUNCUAOE 
%DW Womb . lu^ 'D iiEii ii»>i 
Gawi, \''U.^'ji lfe«i TiFjMn aiWJ, 
AD4CU0 -vim: TpfiEI^J^GNE^Ca. 
liana, tumv^ te wwn 

FoK',lis«wiF«.si/tT«j*aliwE!f — JiiHlH,n 
twU»wLi«Fm:ii,Knaa!iF*si Gi:i^ 

OtOllBl.ST«T»TF!HEl[ni.TOLH'i™:e £16.99 

Umw kmKi ^imt^ baa Tus'T-d lainir, 
iF^'.if h'c F^EH. Gunvi. ^^ 31 iT'bVj Emu £19.49 



0113 234 0444 

SALES HOTLINES (7 day* a w«ek) 

0113 234 0999 

TECHNICAL SUPPORT <Mon - Sol) 

0113 234 0666 

CUSTOMER SERVICES (Mon - Fri, 9-6) 

0113 234 0770 - Gameplay FAX 

email; GameplayUK@aol.(oni 



.(.■'.■).'YT:T'-li:tiS a PARS 



CH FlICHTSIICIFiO JOTSTlCt , 

CHTHioniEpio 

CH Vip:',.i fi.DTPPC. 

CH fjoPEIHL 

CH FoiEii Feidiih FX Jotitici 

CH Gw! Caid 

CH GtNEilICK IDVITICII. 

CH F-)i FiijHTii Stici .„... 

CH F-Ii COMUT 5lt« 

CHElClNSWHlEl 

Ch [ICINS SliTEK 

G(ilwGEiP4i|VllA[Ftl10> t 2 FtD! - 
Giivis AfnioDiyi Pio Jotnict 

GlAIIiGlMEHO 

blVII HUKHb '"FlO" . 

Saitei Mecagii! i Jonncic 

SUNCOH F-15E TMON 

SuNcaHF-1!EIU!T«.. 



SuNCOK G'FoiCE Flui You 

StD^MHB 'FEEflUN' PlO .£46.99 

S<DtTHNDtl f EHItF FeEDIUL £199.99 

MiCiinii*-SBEpiNDaGAHipU]...,E29.ff 




M 

■VW4ii-i3'^"OiVwi!,n<Ai7B7vnNiuicw3^ 
^E19 99^ riFjiEs n^ HE CtfwmiD ^ 00 /OT^ro 

4 v4ui[iwixniiEnCD. 'pt iwc liul 



TkllUCTMASTEn PBODUm 

THRU^MASlt 12 'imm A5SWBL' 
C2*cw^STmiMiWffiLG£.^Bro^Fli>ii < G*LWKPifta 

TMifuiTWiiTEB Gf 1 SrEFBiHG Wheel 

BdNLU PAQE - Now NQUDE^ NET'WD^' Q R^I, X W Jj 

i'^jsvE-FM KJP^r?99 OU^-PILE i-\-l I-'- 
Maiimi^e ppHDnranEF & respii<i^iv&n#^^ nirh a 
ThnjiiiFKi^rer flCM Gome Cord £7b'if 




^^^^p 



m 



F-1£ FLCS iviia- Fl^'lFEj Fcu' A-mi mi, 
33"Mij,: [>j« ^rua Tih:^ 4 PcQif SwrcH £109-9^ 
F"16TQS Tfiomi ■ Tbj; ft"ji> c^ F-li ThiDTIIE Ojm-u-^ 
Sffi'' Ft'TJHDT-farnDCiffiJitoKnaL.TviQLlKLi, 

T>J; J-FiJJ'OvTMTOB I i-ViH' WM m^J 

F-nionnci 

X FiQKie kimcx 

BQ lUOUl COtflKL 

THnHEMiFrti MkI Wuhfj^ Cwteol 
TopG* OiFKut Jomm - i 'Wt' hat 

SWT'Ih, WiGrHE 3.^, i ^F.-llL- &JF^NS, 
QlioAlIIIJ. iBfJGEH m['TlHLr7U;n»: 
i^ixiTvANtLJJi.^lriiT-'AaFC*' . E2P 99 
Top Gun Iqispo. 4 Top Gvh »mi In 
Micnpio^t 




SfllTEK JOYSTICKS 




^3fc FliOKTiTHJ & TmOm Pflft 
UhHHlULt THI am hiNDlE THd 

Oiii^Miu! EraLUPT iimrH 

rHQH 4U hflCOJIHES, P^V FUnilF 

CDhLPVULI ' GU FOl mdh wk 



BBLilUI NEW CONCVT IN OIMB 

nmnOL lUifrM TOU to play and 
punn amhQ auiB hidhe luilf. 

SiMPLI TOUCH 1HI Pimicr TO 
CamHl 1HI iHHil FlILLI 
PtOeUJiUilULlH 9 V" IhUMH ?I,D 
[39.99 





NtWMEMP«>M>;&32M 
B lunoFd irvnuu TuwvimnD- 
FiquiKTjuD.AinijrtMur.riiH, ishv 
EH09 



rUHMJ-FIIS. Mil ^hUlTCH, ^EHBflll 
THFOnH LIVE!, ■BQTEIS HUIIEF QIIF 

Siini: X96F PiOHUiUUbi FuaHimcn £59.99 

ivm USF Tmcrnu RiiDHt Systim ti^.Vl 




GRAPHICS CARDS 




THE tfOfil&S HPSTS& 
SftAPtilCS CARDII 

FiJinilil IB! IjklMT tBlHii VK ftBCJivr-miL 

It MBBLflUnB UtP Ul A UIBTBIM fUT 

lllVIT II tBM1l« CBIBp rtl APHUTril S> 

11 ni HIT Hlf IBFIL lUntBf CUB 

ffuuiLiI eaaii latiui iftTa ■«» 
Vabiiob I. ViTiiJiri iHip VIPII4T lOVr^ 
Virii IbiBiB au TkiBAfliti IB an fii laiiil 

ftrocbvpu 5D 6MB RAM £1b4.V9 

HfdUlyP^i %D SMH ram E1H9.VV 

AKXAirfti itH - Pent n 3D vauuTat tBir. 
CDnnniLE viiH m OmrciOUW fD luniu uib 
IVPOCUVFll 30Y -I- 5 r>MK QirriD CD . , rC64,99 
OpKHAimi JOX + 5 OBMU LiTrtti uOvf n4.W 



SOUNDCARDS 

ViDtOLOGK DOIJY PbO lOSlC 



IKUt 



■boolv llDvV 



£CaEl^ 



You probably huve IqI^ dI goniBS 

that support Dolby Pro Logic 

^Dur>d bur did you know fhat your 

sourdcard doesn't? The 

VJdeologkC 1 28-bJt soundcord is 

the First commerciolly available 

soundcard thor Supports this 

incredible audio iBthnolaoy and is 

less Thon holf the cost oFlhe nsKl 

basi card on the market! „.. £64.9 9 

SPEAKERS 

-. - \iQ 

l?DWnif^pjMPO, 
Su^mund Sound, 

Loudness bas^ Sy^flfn, 
FuH Range Tone 

CanrroL Powar Supply, 




5it« on any 
monitor, 25W 

Pflok Powar^ 
lkj«s Booster. 

£12.99 

ill 



( 



Mnulm Woobr 
300W PMPO, Acthi* 
SoLjnd, Dyndmpc Ba« 
Super Wuolor, 3D 
Surround, SalelliTB 
Spaakera, Power 
SLipplv. r.^-l 99 

FI SIM 

STEERING 

WHEEL 

Hand-&rlfched 
replicjt fl 10" 

«el1-ccnl«rlng and 
Inrque acllon. LEO gear chcingnj indlla'Di" 
&FDr cKongc luntlianj an 9l«-e>ing 
(oluF'n, 1 prooramn'OljIe buHoFU. Sleel 

pd d nig. E 144.99 

f 1 Sim Compact - « p«f F1 5\m bui 

withoul LED dJEplnr alvd ivETh durgbJQ 

pIcsTic peda^ rather Ihnn sleel E73.W 



LOGIC 3 TOP GEAR 
STEERING WHEEL 

UMUn WITH AOBKING ClUjnn AflD roDl pniALi 
: ^ r- ,. , - , ^MilHCiJi 

"■ ■ , ■ . ■ c-nf/'i'j. Er 

SulTABLiRJIUiEVITNDLLDBIVIhG CiWtt.n SCHIW 

■till, etwD Pni 3: TOO) TowH on, FI, m 

£49.99 m.ra,NTQ.iL 

nusffC fl'pwj Ki'Ti - WO ^ncvc -ifimwm heouicd 

||F-.- .,- IMI 

BUT A lOP GEAR 

SIFERING WHEEL 

ANDOEICl 

onun 

DHVINO MM! 



. »t^ja 




Name: 

ADDRESS: 

POStCOOF', 

Tel: ... 



I Sj^Cut out this order form and post to: 
GAMEPUY, ENTCnAIHMENT HOUSE, 
OOSS OttNaiORSnBET, IBIS, 156 ZfB 

Have YOU osDHiED BEFORE? Yes/ No 



IlIM DESCSimON 



Price 



- SlGNATllSE: ,.., 

F«t 



P-Tlri'-, B' CF*3f. r lO'nMTKMITTO 



Cash i Cheque □ Postal Order □ Card □ 



jDnnnnDDDUDL 



Pjg~ 



p,nbBai'naFDiii93-i«'r-hK:w^niiiiniBijF- pap 



. CABDNO-DDDi 

'PleoOfl note that eHprsss cheque clearcnce doe^ no\ apply To Building Socie'y cheques 



TOTAL ^ 

Cheques paynble 1o 'Gameplay', 

ffcat mav br luEjifld iO fluf luOFKin E !■ OE 

nn EiffimDATrnn/nn issue no. nn 




I 



©ES, It's fruerThis is 
I your exclusive chance 
to get a new game to 
play - without paying 
for it. Subscribe to PC Zone 
within 14 days and you can 
choose any one of these excellent 
games as your bonus gift. •*•/.*; 

Save as much as £12.90 

As well as including a new game gift, your low-priced 
subscription is up to £12.90 a year cheaper than buying 
PC Zone in the shops. Why pay more? 




FREE delivery of PC Zone before it's on sale 

As a subscriber you'll get PC Zone delivered to your 
door before it goes on sale. It's the only way to get the 
latest news first. 



M 



To guarantee your bonus game and lo' 



t>M^ 



■Jfos ■?^.u a ." s 



This Month's Subscriber Selection 



QoMLt^ Df ^TIlc 7$ijtFTt±U 



• J 



''t'"'*- 'r 



I 




new ipP BONUS GAME 
IzQNE SUBSCRIPTION 



YESI n PItase start my sut)scripliDti tram ttie iieit available issue 

and send me my bonji! game 
OB ;_! I am siready a subscriber, please cilend my subscription 

and send me my bonus game 

{Subscriptions can DflTv bE rltendfld by chaqw nr creiflt/ilibEt cvdl 



-W&U&aA£,f!^'<i'^ 



>1l 




Wing Commander J 
Propliecy 

5l"0I{LUS !^ 





Privateer - 
The Darken in; 

SCCR[ ')4 




irice reply within 14 days 



YOUR GAME 



I 



Ttie game t woutd lilieistbe CD version of 



YOUR DETAILS 



Name 



Address 



PostcaOe 



Daytime phone 



YOUR 13 ISSUE SUBSCRIPTION 

Co mpiete section Ot'i™'^* "ft^'t ©Cbegneor ©Credit/DeCitcard 

O J Direct Debit payment just £51.97 every 13 Issues (UK new sutismbersoniy} 



\ 



InatructlDn to your Bank or Building Society to pay by Direct Debit n)p«|' 



Please fill in Ihe Form and send to: Dennis Publisliing Ltd, f REEPOSf WDT, Bristol eS3? OZZ 



Nein? End lull h^Ib' riiJdrpsi oF'^ur Bank m B.ii«lnp Swietv 



Id \f\s iiLdnagtr: BBnk name 



iddr«^ 



AGLOunlinlhengm^pf 



□rlihibn^ IdsiHlkallaa FbnAir 

LljJjJjJHS 



PeTii In m :iimpl"iK m [l?-ri= PuaiEPIiq 



InlrirtltaM rvur hnh or Hultf^Snc 
PlEdEERBp liEnniPubliEni<»^ LLl JrDlLCcLlI 
Imr IT? »:nunl dFQiFd p Ihn itslrud'Hi 
■UH^lI III \nv<S^/^\3iav)sv\\i, Wt 
Dh^i^On'KrMi^'irH l.n|Enldndriul[i|L 
In^irui'iJi mjF ipmD-- mlh [iPTl' i 

PuCllElilnqLldfril.lpED dFdi^ itlll bp mi^ 
pk-'T -■■L-lynnn DRiii'DLUdlng ^iKlPV 



Branch »rt cod? 



1 1 II 1 II 1 1 


Banh/BuJJdIng Socletv account number 


1 1 1 1 1 1 1 1 1 1 



Sianalurcis' 



j:nk. :-rd3uild'>:Ecc^li-amD»n'jlfl:ffph^rKirTD' "lrui"iDnilD'lBiilhf.BCi^' 



Cliei|u« or CrBdil/DeUI card payment 

13 Issues C UK £56.97 I" EufopE E73.97 ritVorld £89.97 

OLJ I enclose a Cheque made payable to: Dennis Publlstilng LI inited 

0IZI PleasEctiarge mi. Z] Visa L Access/I^ astercard Ll AMEX C Switcti (ton ^ | ^i 



Card No, 



Expiry date | 
Signed 



Today's date 



□ F^itteinili(Blp|5preilvD'jilonDlbvisl'lorKei^aElail^olli],|h?r^DP[ial[firEfini npwprneucn 

illijimr'nn^,lii-|-' ih„i'hi,|iI',' Pl^jhrHliir r* 'H'-liirUHl,Bi/ ^"iD'inLmurD^lErr'Ll^aialElQr AlJ<,:^l?a:JjDE( ipIlD^ 
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QUAKE II (97) 

The sequel to "the mosl imporlanl PC 
game wer" lurni out to be more thsn 
worth the wait. Despite the odd bit of 
slnv/dD^;n, single-player and deafhmattk 
gamei are in a league ot their own A5 
Mstto contiuded in his review: " Oudke II 
is pretty much perfect.' Buy it now. 
Publisher: 
Activisian 101895 456700} 




TOMB RAIDER II (94) 

llie Sir^! game broke therfnould, but 
the Let(uel even impiovei on the original, 
Tomb fidider II ipam a cufvier Lara, 
massive oew levels to explore and 
a t id I ec control system The game 
tnmes with native 3Dfi support 
and Inolis better thaii ever 
PuDllsher: 
Core/lldoi(OIBl 636 3000) 



Welcome to the PC Zone 
Recommended section. Here 
you'll find the cream of the 
games we've painstakingly 
reviewed and picked out 
over the years, plus those 
we feel should go down 
in PC gaming history as 
- ^^^ all-time Classics. 

^^^^% ELCOME TO THE PC ZONE RECOMMENDS 
H 'A ^^P section. It is here that you will 
^^^^^^V find, what are, in our considered 
^^^^^r opinion, the very best games ever 
released for the PC. 
In an effort to keep it simple, we've spilt it jp into 
genres: Action games, Sports simulations, Adventure 
games, Flight simulations, Driving games, Role-playing 
games and Strategy games. 

The top ten games of each genre ate then listed, with 
a brief summary of the game, review score, publisher 
and contact number. Most of the games listed here were 
awarded PC Zone Classic status (90 pet cent and above), 
and some managed a PC Zone Recommended award {BO 
per cent and above) at the time that they 
were reviewed. To achieve the highest 
.'' i T't C ^- accolade, a game must not only be 
very playable, entertaining and offer 
long-term appeal, but it must also be 
r*» J A I j» original and/or offer something new 
j-r •"'.'? an(j worthwhile to the genre. To this 

end, we've included some sequels, which 
although scored lower than the original title, ate deemed 
better games (they didn't gel a higher score 'cos it had 
already been done and therefore they weren't exactly 
bursting with originality - okay?), so this guide isn't a 
list of the highest scoring games ever reviewed by PC 
Zone, but a guide to the best games now available. 

When you're reading the reviews in the rest of the 
magazine, please remembei to bear this section in 
mind. The highest scoring game is supposed to represetit 
a benchmark in a particular genre, and we will always 
be comparing new games with this, in accordance 
with the above criteria. As a result, you will 
see games dropping out of this section 
as new and better titles are released, 
so keep your eyes peeled for new 
entries in each of the genres. 




JEDI KNIGHT: DARK FORCES II 

(94) 

11'^ nor i^ua^e, Jiut then Jt dnesn'l even try 
to he Bui It K A CDmpellmg, technically 
5uperh blend of action and e<|itoranon 
wrapped up in the Stij' Wm universe 
Altogether most impre^srve. 
Pjblisher: 
Luc3iAnsfl/l£!OI713B8 2!55) 
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FADE TO BLACK (94) 

Th^ unoflKial sequel tn the' excellent 
Flmhbach, thi^ is a near-perfect hlend 
o( thrrd-per5on ejjploratfon and combat 
action. The technical pteturior to thtr 
fanta^ri': TofDti Raidei, it's a classic in 
il^ own right 
Putilrsher: 
Elf-a'om Am (0! 753 5494421 




PRIVATEER 2: The DtDKEXixr; (94) 

The ultimate miK of space combat, Ehfe- 
LEyie ttadmg and fMV actron, Ptival^r 2 
was the fust bi^ budget tefease (ram 
Origin tti use live adinn in a positive way. 
Packed vjilh slari, this is puVks stuff 
Publisher: 
Origin/[A(0!75i 549442) 
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Jeremy Wells, Editor 



TIE FIGHTER (94) 

still raied by ir.sny as the finest space 
combat Sim ever releaset), it successfully 
blends all the trutJi>s of ilai Wan witb a 
ivicted new engine for super-fast 7)f on 
X-Wng fisticufls, 
Publfstier: 
Lu/:3iAni/Vll(OI?l 36S2255) 



HEXEN II (94) 

The lo^ig-sv/S'ted. tiub-based gib-fest 
sweeps jntD action with its trusty swrtid. 
hoping 16 caree a big 'H' on ttie chest 
ot IIS older cousin, Quekf. This is a 
first-person hack 'em off with balls 
as well as a bjg chopper. 
PuOtisher: 
Aawsion (01395 456200) 



OUKE NUKEM 3D (93) 

The ttebare rages on, and there are still 
an awful lot of people who rate Out? over 
Quske. It's not as lectinically impressive, 
but brags gameplay by the hucketload 
in one-player mode and v/hen played 
over a networii. 
Publisher: 
Eidos toferaO/ve (0181 63B 3000) 
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MAGIC CARPET Z (92) 

The original MKifO us vjith its speed and 

smoothness - this is even better, with new 

niyhl-tinie bits, monsters and a very useful 

on-line help system, rechnically exquisite. 

the game engine's yet to be bettered. 

Publisher; 

Eullfrog/EA (01 753 549442) 



WING COMMANDER: PROt^ccv (S8) 

Wmg Piopliec;' I'i (ar moie linear Uian 

Privateer 2, but still pad's an almighty 

gaming punch in the gtolieys with its 

stunning sci-fi blasting action, darkling 

special effects and ever-twisting storyline 

Publisher: 

Eleammc Ans (0 J 753 549442} 
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CARMAGEDDON (95) 

Awesome arcade-^Iyle racer [hat's hea^ 
on the h>l 'n' run and gameplay. Loads 
of different cars to choose from, plenty 
of tracks, three ways to play and a fab 
fiiultr-playpr nemort moile mate this 
one of the most enlerUining diiinng 
games ever 
Publisher; 
iO 0171 5S5 33081 



NASCAR RACJNG 2 (92 

A worlhy upgrade featuring a m. 

3D engine, improved opponent Al, more 
controllable cars, a simple single-screen 
tAt set-up and a multi-playet network 
option The constsrtt stream of headset 
messages adds atmosphere A racing sim 
fan's must. 
Publisher: 
iierrslOUS 920 9100) 



LINKS LS (94) 

The classk golf sim gets an update, 
and unsurprisingly it's fab There's 
nKire ripljans, luscious graphics, a 
redesigned menu and a mew selection 
system. There's even a buill-in upgrader 
for all the old data disk courses you 
splashed out on, 
Publisher: 
iidoi Meraam fO!31 636 3000) 



PRO PINBALL: TIMESHOCK! (91) 

Rememtier Pro Wntaff- The tVefi? This, 
the secohd table in the series, is bettec 
in every way. ImprDved ball dynamics, 
detail and sound effects, and of course 
there's the return of the world's dirtiest 
computer game voice telling you to "Lock 
those balls" 
Publisfier: 
Ernoire InKrsaive (0181 3A3 7337' 



(94) 

The seminal rally racer from Europress is 
the ultimate m skiddy, slidey action 27 
(count 'en)) stages, loads of cars, a tantasuc 
eighl-way network option and wried 
terrain and conditions make Ihis superior 
to the limited lega Rally Go buy it! 
Publisher; 
Europresi SofMare (01625 859444] 



MICRO MACHINES 2 (93) 

The console classic is converted to the PC 

as new b'acks provide a new challenge. 

The easy-to-use control system means 

It's user-friendly for the uninitiated. This 

version comes with a tract; designer. 

Publisher: 

CodemaHeiE 101926 81A132J 
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F1 RACING SIMULATION (93) 

The sheet depth of realism is what makes 

f I Rsang Sim such an outstanding 

experience to play. Wot only that, but 

it looks an absolute tt^at too - especially 

3Df*-ed up, A Crammond-beater 

Publisher: 

Ubi Soft (01 31944 9000) 




FORMULA 1 GRAND PRIX Z (92) 

The amajing sequel to the greatest F1 
driving sim ever. Updated brilliantly for 
the 94/95 season with all-new detailed 
circuits, cars and teams. Ninja Pentium 
needed to run the hi-ies mode - but it's 
still great. 
Publisher: 
Mfaoftose (0HS4 S93893) 



GRAND THEFT AUTO (92) 

This IS the game that look over from 
Carmageddon as [he media's favourite pet 
hate. Steal cars, dodge police, mow down 
pedestrians and cause mayhem in city 
streets in one of tlie most addictive driving 
games ever Mfcm Machines on acid 
Publisher: 
BMG tout 973 001 1 1 



SCREAMER RALLY (91) 

The Saeamei games just get berier This 

is by fat the best version, with its mad 

undulating tracks and high-speed courses. 

As well as 3Dfii support and network play, 

there's also a split-screen option. 

Publisher 

VIE (0171 3682255) 
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POD (90) 

One of the first rating games to support 

3Dfx, DiiectBQ and MMX, With aviiesome 

graphics and with new cars, tracks and 

pDWer-ups promised to be posted regularly 

on the internet, you'll never get bored. 

Publisher: 

Ubi Soft (0181 944 3000) 



IHDYCAR 2 (90) 

If you don't mind going round and round 
in circles hut still crave that unbelievable 
detail, this is the only real alternative lo 
f1GP2. Technically mind-blowing, though 
a little chuggy on anything but a high-end 
Pentium in SVGA mode. 
Publisher: 
Siena (0118 920 9W0) 



NHL 98 (94) 

Another year, another NHL, but this one 
isn't just the best ice hortey game, it's 
□ne of the best sports games we've ever 
seen. Super 3Dti-ed graphics, fantastic 
animation and avjesome presentation 
make this a sports tide not lo be missed. 
Publisher: 
£ASfK)iii(017S3 5494421 



PGA TOUR PRO (94) 

Nothing really distinguishes this version 

from die last, except for The brilliant and 

very easy to use Internet play facility. 

Waste no time, go and thwack some 

Americans now. Your country needs you. 

Publisher: 

EA Spam (01753 5494421 



NBA LIVE 98 (93) 

With even better graphics and commentary 

than belore, it's one of the best-looking PC 

sports games This version sports 'realistic' 

faces and players ol different heights - it's 

by far ihe best basketball game available. 

Publisher: 

[A Spam (01753 549442} 



PETE SAMPRAS TENNIS 97 (92) 

This game doesn't guile better Super Tennii 
on the SMES, but it's as close as you'll get 
on the PC. The simple control system 
means it's instantly playable, but we may 
as well tell you now that the women's 
skirts still don'l fly up when they serve. 
PubHsner: 
Codemisten (01926 814132) 



VIRTUAL POOL 2 (90) 

okay, so Vinuil Fcol 2 arned one per cent 
less than its predecessor, but this folloiv-up 
beats il hands down. }Dh support goes 
some way to pushing die series further, 
and the inclusion of English fub rules make 
It fl more essential purchase than before. 
Publisher: 
.Interplay (01628 423666) 




ACTUA SOCCER 2 (90) 

Instantly accessible footie action in this 
latest instalment of Gremlin's high profile 
Aaua series. Great graphics, easy control 

and a hidden Super Furry Animals team 

confirm Atittia 2\ 'must have' status. 

Publisher: 

Gremlin Interactive (01 U! 753423) 



SENSIBLE SOCCER 2000 (90) 

Car the best get better? In this case: yes. 

Sensible sensibly decided to leave the 

gameplay intact lor this version of their 

classic game. Result? A classic update 

of the most playable footie game ever 

Publisher: 

GT Inleraclive (0171 2583791) 



MADDEN NFL 96 (87) 

This latest PC incarnation is well up to the 
quality seen on the console versions, with 
all the features and slick presentation ive 
now eipect as standard for an EA Sports 
release. When it comes down to it. il 
doesn't really get any better than Ihis. 
Publisher: 
EA Sports (01753 5-194421 
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AlONE IN THE DARK 3 (95) 

BeliETthan Ihe pie^ioicE j4^rPinslalmenl5, 
^/ojie Jisa len^e ambiml tale oINauajo 
Indian magit and reincarnalion thai uiitoldi 
[n Ihe usual AITD manner Now available 
as pari of a compilation budget patk. 
Publisher: 
lnfog:3mes{0tSl 7388199) 



INDIANA JONES AND THE FATE 
OF ATLANTIS (93) 

FoHgw a poil-Rnideii Indy in his search for 

the submerged metropolis Three ^A'ays to 

play make for a high rcplayability (jctoi; 

and Ihe mter-charatter banter is brilliant 

PuBliiher: 

LucaiArtsA'lE 1017! 368 2255! 



ULTIMA UNDERWORLD 2: 
LABYRINTH OF WORLDS (94) 

Thfi im proves on almosi every aspea of 
Hsprequel, The S^'iftan Aby^s Vou explore 
a compleA, ever-evulvlng dungeon it has 
unsurpassed atmosphere and mteraciion 
Publishti: 
Oiigin'lA(OI753 5-l9-l-lSI 



DIABLO (86) 

standard hack n' slash fare, but pulled off 
with ikich style that A'< addictive A great 
storyline compensates tor repetitive arcade 
combat and supremely derailed animation 
makes Jt a superi: coffee-table game 
Publisher: 
i3bl3i:/BliiAVilt016:6 3322331 






BIOFORGE (95) 

Futuristic Alone Inlfhe Dart-style game 
ividi impressive graphics, pur;tei and 
souttdtrack. Often pieleiied over AlW 
games as its unique blend of arcade 
combat is e>iplosive. The only ilrag is 
EA's refusal to make a sequel for it. 
Publisher 
flecfram"c/Ji(s (0W53 5d9442l 



L8A 2: TWINSEN'S ODYSSEY (93) 

Twinsen, the sprite with the egg-shaped 
head, IS back - this time to thwart 
those pesky Esmers in tins sumptuous 
sequel. The huge play aiea, coupled with 
seamlessly linked puzzles, creates a great 
looking and atmospheric arisen lure. 
Publisher: 
ElectFonic Arts (01753 549J42I 



REALMS OF THE HAUNTING (93) 

Although overlooked by many fans of the 
genre, our Mallo gaiie it a whopping 93 
per cent when he reviewed it some 
months ago. Still well ^orth a look if you 
happen to see it going cheap, ROTH is a 
well tool mi* of adventuie and RPG, 
Publisfier; 
Cremhn Melactive (01142 753423) 



TERRIS (BS) 

A MUD in the old-sthool st^e of teit-bas«i 
RPCi. built'! so addictive that we're ;lill 
playing it. The various quests, pujzles and 
monsters will keep you going for days. The 
gameplay is eicelleni, If you can handle 
the 'tesly-iiess'. 
Puljllsher: 
AOnOSOO 279 7-i4J) 



SYSTEM SHOCK (95) - 

This futuristic first-person cyberpunk 
adventure from the makers of IJfUnyi 
was mitlally overlooked by many people. 
Now available on budget, Ihis is a 
must-buy for those new to the game. - 
The graphics might be a little dated, 
but the atmosphere is invigorabng 
Publisher: 
Eleclnmic Am 101753 549442) 




SAM & MAX (93) 

Steve Purcell's hilarious dogftabbit 
'freelance police' duo's first and only PC 
outing, in which they need to solve a host 
of buarte puzzles. An all-talkie adventure 
with a gag-laden script, thrs is an essential 
budget-priced purchase even if yoii'ie not 
a massive point-and-click fan 
Publisher: 
LucaiAns/VIE (0171 36S2255) 






STAR TREK -. 

UNITY (94) 

A style oozei. At times it's as ifyou'if 
inside a 5lii f/efc fiVG episode. Non- 
linear and beaulrfuHy presented, it's a 
Trek-head must-buy. Yet to be bettered 
Publisher: 
MiaoPioifiO! 454 8938931 
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ISLAND (92) 

The third game m lucasArts' classic 

iWo/Tite^ saga delivers the goods big'time, 

much to the relief of adventure fans 

everywhere. 

Publisher: 

WE(0I7I 368 2255) 



LANDS OF LORE: 
GUARDIANS OF DESTINY (92) 

fiju: long years in the making. Westwoori 

Studios' mammoth new adventure proved 

more than worth the wait. Sumptous visuals 

and a tremendous atmosphere combine to 

make liind^ D^io/ean undeniable instant 

classic 

Publisher: 

VIE (0171 368 2255t 



FALLOUT (91) 

Tins surprised everyone m the office who 
played it. and pioved to be both very 
addidive and vi^ell conceived Hat quite 
on a par with the mighty Ul!imi seiies, 
but then what is? 
Publistier: 
InterpliytOma 423666} 



MERIDIAN 59 (86) 

This giound-lir Leaking on-line tole-p laying 
game allows thousands of people to 
interact with each other in the same 
fantasy universe at the same time. Garish 
and horrible graphics aside. Meridian 59 
remains one of the best on-line multi- 
player RPGs around 
Publisher: 
300 Company (OlSl 296 I9JS> 
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RAVENLOFT: STONE PROPHET (7B) 

Better than SSI s previous 4DSD Kj\'eiilci! 

RPGs. The player has to ballle through a 

landscape populated by stone golems 

and scorpions. Average graphics, but the 

intuitive spell/combat systenk is a joy. 

Publisher: 

Mindsc^pe (01444 246333) 
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DISCWDRL 

Perfect Enlerlainn 

to D/SC^'Or^ff fqlloVb^ WHBIVHHHUIU 

Rmcewind in his search for the Grim 

Reaper. Not as haid as the first game, but 

bigger and better looking. Drscwarld II is 

a universally appealing adventure game 

Publisher: 

Ps\gnos-E (0151 28J 30001 



ECSTATtCA II (90) 

We dubbed it "An adventure with balls". 
It's hard, but it's one of the most rewarding 
adventures that we've ever seen. It 
constantly surprises and is suie to keep 
even the mo5t battle-weary adventure fan 
busy for weeks. 
Publisher: 
PiVgnofii t0151 282 3000) 



ULTIMA VII (89) 

Arguably the best of all the U/t(rna games, 
Ultnnj f// blends chaiader interaction and 
the e>:ploration of the world of Britannia. 
The last Woin.i series to give complete 
party control. Check out the illnnij 
Colte£tk''n for a real treat. 
Publisher: 
Orgifl/EA (01753 549442} 



ULTIMA UNDERWORLD: THE 
STYGIAN ABYSS Ipk-pc ibk) 

Tins [ook lole playing y,imes away from 
hist-peison tile-based WGi Amazing 
architecture, witty cluraiteiisations, layers 
ol storyline anil the best ending ol any 
game in history. 
Publisher: 
Origin/EA<OI7S3S49442) 
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DUNGEON KEEPER (96) 

A gams with i genie almost imposilble to 

dpiine, DKxi»siSimaiy2000. CSCand 

UltimB Undeiworld ai}d lemauldE them inio 

one hell of a title. Famaslk gameplay. and 

a lifespan on a par with the Oueen Molher. 

Publisher: 

Elearonic Am fOU53 543442) 




INCUBATION (94) 

Deeply almo'ipliern turn- 
game with graphics lo die far This is a 
welcome change Iram the endless stream 
of f£f (tones and is as challenging as 
it's at:! ion -packed. 
Publisher: 
Blue Byte (01604 232200) 
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FLIGHT SIM 98 (94) 

Anothei year, and yet anotl^er flight Sim 

fram the mighty Microsoft However this 

lime, with two new aiiciafl, a helicoplei, 

huridreds of new airports and impressive 

3D acceleration, it's really worth having 

Publisher: 

Micrmall (03-15 00200OI 




COMANCHE 3 (92) 

This latest jeision is the finest we've seen. 

spotting juicy terrain graphics due to a 

revamped Voxel Space engine Despite an 

accurate flight model, it delivers inrense 

gameplay, ^nd is eitremely good iun. 

Publisher: 

Navatogii: (QUI 405 1777) 
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SYNDrCATE WARS (95) 

One ot the best strategy games of all 
time gets a sequel, and what a fabtrlous 
sequel it is too. II houses a wealth of 
intricate levels, gorgeous graphics 
and enough graliritDus violence to 
keep anyone happy. 
Publisher: 
EA/Bullhog (01753 S49441) 



AGE OF EMPIRES (94) 

Think of Cmlnation 2. Imagine the 
same great empire- building gameplay, 
some excellent graphical touches and 
comprehensive muill- and single-player 
options (all in real lime). Thai's Age Of 
frnpiresin a nutshell. 
Pubttsner: 
Mkraiofl (0345 0020001 



F-Z2 ADF (93) 

DID do it again with this awesome new 
combat Sim that leaves the competition 
firmly an the gruund Graphics and control 
lo die for, it only really lacks a decent 
campaign. The Folal ^rr War add-on pack 
will make it near perfect. 
Publisher: 
Ocedi!/DID (0161 83! SS33I 



JETFIGHTER III (91) 

The fniiow-up lo one of the most popular 

Sims ever. Fly over three and a half million 
square miles of accurately-mapped ten am 
of South America. II really is jusl like hemg 
there. Oh yeah, you gel to shoot Ihings 
100, but sadly there's no duty free option. 
Publisher: 
EidoilmemmetOISI 636 3000} 
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X-COM 3: APOCALYPSE (95) 

A revamped engine and a healthy helping 
oi real-time combat have brought the 
fantastically addictive Jf-COM series bang 
up to dale. If you like your strategy games 
deep and meaningful, you should buy 
Jf' COM J immediately It'll keep you 
busy for weeks. 
Publisher: 
MicroProse (01454 393393) 
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COMMAND K CONQUER: 
RED ALERT (94) 

...or C&Cin SVGA with a lew new units. 

It's a testament to the original's gameplay 

thai the sequel can get away with adding 

few new features and slill be fun to play. 

Publisher: 

VIS (D> 7! 368 22551 



■■-X'.TrFEESii^SSSSui-l 



PUZZLE BOBBLE (94) 

We can't agree enaaly where Puz?te 
Eofifitefits in PC Zone Recommenik. 
Does It bebng in tiere, with the Ovs and 
SrrJIS of the PC gaming world, or should 
il go in the action sertion? Who cares, 
as long as it's in... 
Publisher: 
GTIimsaive (0171 253 3791) 



SIMCITY2000{92} 

A classic game that deserves its reputation 
as one of the all-time greats In the 
strategy world. Build and maintain the 
city of your dreams and cope Viiilh all 
the problems a real-life Mayor would 
come up against. It's s lot more fun 
than It sounds, trust us. 
Publisher: 
Mam (017) 505 (500) 
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CHAMPIONSHIP MANAGER 97/98 
(90) 

The best football management game ever 

gets IIS seasonal update and a few added 

entras - you car now play a number of 

leagues simultaneously, and change slats. 

Publisher: 

Eidos Inleraclive (0181 636 3000) 
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CIVILIZATION 2 (90) 

Eiplore the wnrld, conquer territories 
and research new technologies in one 
of the most sucr:e5slul sltalegy games 
ever. It's not that differenl lo the first 
one, but It merits a '905 update and a 
place here. 
Publisher: 
MiaaProfe (01454 893893) 



LONGBOW Z (92) 

"Longl>ow2\i challenging, beautiful, 
exciting and fun - if you're 3Df^'d up," 
we said in our review (issue Sg), If you 
don't have any eitia graphics hardware, 
there's only one thing to do - think 
'upgrade', 'upgrade' and 'upgrade'. 
It'll be worth the investment. 
Publisher: 
ElenironK Am (01753 543442) 



US MARINE FIGHTERS (92) 

Lovely graphics and a realistic enough 

flight model. Originally released as a 

mission disk for U5 N^\jy Fighleib. this 

now comes as part of the US H^vy hghlers 

GoWpack, sogogellhalinsteadl 

Publisher: 

[livlronic Am (01 753 549442) 




FLYING CORPS (92) 

Action-packed WWI flight simulation with 
neato graphics. Some of you may recall 
fledflaronas one of the greatest WW! 
flighl suns ever - this improves on the old 
classic to become the best PC WWf sim 
currently available. 
Publisher: 
Empifp liilei^clive (0131 343 7337) 



A-IO CUBA! (90) 

Functional graphics for a game that lealiy 
does capture the imaginatmn, mainly 
because Ihe plane is an absolute joy to 
fly Although it's slightly limited due to a 
lack of a fully-fledged campaign it's still 
great fun. as well as being pretty speedy 
on a modesl F^ntium. 
Publisher: 
Activlsion (01895 456700) 



F/A-18 KOREA (90) 

Any game tliat allows you lo nuke cities 

comes highly recommended, especially 

when you add super- sin oath graphics and 

a comprehensive mission editor. Not the 

besl, but definitely worth a look. 

Publisher: 

Empire lnleiacti\/e (0181 343 7337) 




FLIGHT UNLIMITED II (84) 

It can't really compere witli the behemoth 
that IS Flight 5(<n 93, and as a result is 
somewhat limited and claustrophobic. 
Hoviwver, it does score highly for being 
more detailed in ils smaller area, and 
much more fun. 
Publisher: 
Eidoi (nferactwe (0181 b3b 3000) 
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PALM-SIZED GADGETS 
TO CHANGE YOUR LIFEl 

Plus Motorola's beach babe ''il! 



in -.ns 




ON TEST MICRO HI-FIS »^RONALDO'S BOOTS 
»^LAPTOPPCS ^-BINOCULARS »-SPORTSBAGS 




Each month we review a huge range of 
products, add expert advice, plenty of 
entertainment and a dash of sex appeal. 
If you're looking for expert buying advice 
from micro hi-fi to football boots AND 
a bit more, look no further than Stuff. 



GREAT GEAR FOR MEN 




"Mirror, mirror on the wall, 

which is the best games 

server/3Dfx card/whatever of 

all," you ask. Ah, well, at the 

end of the day, that depends, 

answers Jeremy Wells. 





Dennis Publishing, 
, _,I? Bolsover Street. 
ion W1P 7HJ 
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you're on-line. 

NB: We at PC Zone resprve 
Ihe right to edit, change and 
rewrite any correspondence to 
make ourselves appear smug, 
witly and inielliyent. 




GAMES WITHOUT 
FRONTIERS 

ve just got onto the 
ntetret, and after wasting 
a few days I thought I'd ask 
yoj to recomrrend some decent 
games servers. IVe got onto Wireplay, 
but have found il sparsely populated, 
Any chance of a round-up and review 
of similar garres servers, especially 
ores with Quake IP. And what about 
3 review of the MUDS like reffisand 
Meridian 59. because there must be 
some new ones by now? 

By the way, your website is okay 
but slow - get it together. (Obviously I 
don't expect you to print this bit.) 
However, the mag's excellent. (Print 
this bit.) 

JC, Suffolk 

Oireplay is usually sparsely 
populated during the 
daytime: evenings, 
however, are much more lively. In 
fact we sometimes have 
problems getting onto 
(/leir Quake servers 
because they're so full, 
Wireplay also have a 
number of QuaWe )l 
servers up and running 
as well, so maybe you 
should look at the time 
you log on rather than 
looking for other servers {which 
are often slower than Wireplay 
Quake servers anyway). For Ihe 
record though, have a look at 
www. pagan. net/~ava tat/og. h tml, 
www,kali.net and wvvw,zone.com 
it you're looking to explore other 
avenues of multi-player gaming 
on the PC. 
Paul Mallinson, Or-Line Editor 

ON THE OTHER 
HAND... 

Ohe Microsoft Sidewinder 
3D Pro and its lesser 
cousins are perfectly 
usable in tha left hand, since the grip 




is somewhat undiscriminating. 
However, I would suggest you try out 
the grip before you buy, as some 
people find it uncomfortable. 

Tom Francis, e-mail 

©ur lefties at lane found 
l\Aicrosoft's Sidewinder 
Pro comfortable, but they 
couldn't use the thumb 
buttons and therefore 
proclaimed it as useless 
as other sticks. 

OUAKE II ON-LINE 

Ohave recently been 
playing Quake It 
over the Internet 
and have found that it runs 
incredibly slowly on the 
OpenGL Quake multi-player. 
I am using GameSpy 3D as well. 
I then tried running without it, 
which helped a lot, but I would 
rather use OpenGL, as you would 
probably guess. 

People on the Net said the 
problem was probably the 
speed of my modem and 
processor (a 33.6 modem 
andal66MMX]. They 
also asked me what my 
ISP was, and when I said 
AOL they laughed and said 
get rid of it. 
What is the best ISP for me? (I live 
in the Dorset area, in Femdown, if 
that has any bearing.) And why do I 
get a much, much, much higher ping 
when running OpenGL Quakel Could 
that be due to my ISP as well? Normal 
Quake II is on average 450 pings; 
OpenGL C*a]te //is between 100Q 
and 6000 pings, and at this rate it 
nearly disconnects. 

Martin, e-mail 

Mt^ ^'"^ ^^^ varying results 
VeM with different ISPs. Try 

^t^ Wireplay. It's easy to use 
and you also get a pretty 
impressive ping. 




3D DILEMMA 

Oelp! I am running a P133 
with 32Mb of RAM in Win 
95. 1 recently bought the 
Creative Labs Graphics Blaster 3D, 
My next step, I decided, is to get a 
3DtK card, but I'm torn between the 
Orchid Righteous 3D and the Diamond 
Monster 3D. Please could yau tell me 
which one I should get?! 

Dave, e-mail 



o 



hat depends on 
how soon you 
want it If you 
want a 3Dfx card now, 
get the cheapest one you 
can find (they all use the 
same chipset, so there's 
no difference in how they 
perform). If you're in no 
great hurry, wait for the 
3Dfx2 cards which should 
be on sale soon after 
you read this. They'll 
cost you though. The two 
cards you mentioned are 
currently the most 
expensive of the lot, so 
avoid them at all costs, okay? 

LET'S GO MARINES 

Oread in a recent PC Zone 
that It IS possible to 
networti PCs at home using 
cheap network cards, I currently own 
two PCs, both Pentium 20O5 with 
64Mb RAM and 3Dfx cards, and in 
March I am going to get a third. 

At the moment I can play serial 
games with my brother and my 
friends on Quake, Duke etc, But when 
I get the other computer I would like 
to be able to link all three for 
dealhmatch play in all these games, 
because at the moment 1 can only 
play one on one, and myself, my 
brother and the others would love to 
play with moie players. 

Ideally I would love to link these up 
as cheaply and with as little fuss and 
effort as possible. If you can help me 



out I would be very grateful (but 
obviouily not fhafgratelnl!). 

Keep on giving the public a great 
mag. By the way, I hope to subscribe 
to PC Zone this month {money 
permitting). Keep or grooving, you 
crazy kids. 

Jamie, e>mail 

^|k^ unny you should bring 
I^H this up. We'll be running 
^^^ a feature on network 
gaming in Tech Zone soon. We'll 
tell you exactly what to do and 
which components you should buy 
depending on your budget. Expect 
a full run-down on which games 
are best over a networii too. 

MAKE IT STOP! 

Or the iate5t i55ue of PC 
Zone there was a letter 
that is becoming far too 
common in PC magazines; the pro- 
3Dfx. anti-PowerVR letter is now the 
PC equivalent of the Sony/Sega/ 
Nintendo MIBPT (mire is better than 
yours) syndrome, 

I have a PowerVR card and I am 
perfectly happy with it, I advised a 
friend oi mine to purchase a 3D card 
and was impressed with his choice of 
Orchid R3D. 

Now, I am as impressed with the 
3Dfx as anyone, but the industry 
needs more than one standard, and 
the PowerVfi is a more than capable 
card for the job. My brother, in one 
of his more than insane rambling?, 
stated that "PowerVR is going to be 
the Betamax of the PC world". If this 
is so, then I hope the 3DfK is not 
going to be the VHS, as that hasn't 
changed in over 15 years. 

I don't know if John (Feb 1998) is 
a shareholder in 3 Dfx, but he seems 
pretty passionate in his love for a PCI- 
bus card, All he stands to gain from 
the dominance of his particular card 
is... well, I don't actually know. 
Maybe he'll write back and tell us all. 
I stand to lose over £1 00 if my card 
becomes obsolete, so I hope he and 
all the others are wrong, I hope that 
in future more programs will come 
with PowerVR support and other card 
support as well, 

By the way, I subscribe, so no na5ty 
comments please! 

Adam McManus, e-mail 

©oth 3Dfx and PowerVR 
have new cards coming 
out. Both say theirs is the 
best. We'll let you know what we 
think next month when we get 
both cards in for testing. 
Ultimately, the way ahead should 
be less complicated now that 
Microsoft are backing OpenGL 
over their hopelessly flawed 
Direct3D. Although the release of 
the more stable and powerful 
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MULTI-PLAYER COMPROMISES 

— ongratulations on being a brill mag. I tend !o swap and change with 
my choice of magazine, but I always come back to PC Zone. Other 
mags? Crap! Full of broken promises! Eirr.., shiteoia! Vours is the 
only magazine that doesn't have a problem about swearing; in fact your,,. 
um,,. distinct style even uses bad language liberally Nice one, lads! 

Now I want to make a few points, the first one being in regard to the star 
letter last month concerning multi-player gaming. I don't own a network al home 
(let's face it, apart from Macca. who does?), and find that on-line games like Ultiina 

Online aK the only option open to those of us who are equipped with only a modem. And as for those who dor'i 
even have this, then single-ptayei games are the only games of use. I find that if a game concentrates on 
supporting multi-player, then the single-player game is lost (eg X-Wing Vs TIEj, and it not, then the multi-player 
is forgotten or even left out [Tomb Raider ! and 2]. Until games designers get the balance tight, one group is 
akvayi going to get left out, and at the moment that looks like being the single player 

The second point I'd like to make is that you are completely right about the Carmageddon issue. People seem 
to forget that there are age ratings (or these games, and what they are playing is not real. If games encouraged 
people to the entent some people seem to think they do. then ive would all be dnvmg around in souped-up cars 
smashing up pedestrians, practising our piledrivers and stylised carnage. Anyone out of the 3.5 million people 
from whom you will no doubt receive letters complaining about the demo on last month's CD should lake Ihe^e 
points on board. 

fticliard Broderick, Essex 

et's face It. until on-line gaming is cheap and easy Jo use. developers will always regard the 
single-player market as \/ery important. For example^ if you take the US as a model, even 
though there is a very strong and active on-line community, most games ate stilt to alt intents 
and purposes singte-ptayer games - Tomb Raider is a good example. Hybrids that manage to be excellent 
one-player and multi-player games at the same lime, such as CSC: Red Alert and Age Of Empires, are 
generally exceptions to the rule. Looking to the future, LucasArts are probably on the right track with 
Dark Forces II. The original idea behind leti\ Knight was that players would build up their skills and 
character through playing the one-player game before taking part in some multi-player deathmaich 
action. It's a nice idea that combines both elements but, whichever way you look at it. peopte will 
always get more enjoyment through playing against other people. 

If your letter is selected as letter of the Month we'll send you a bundle of T-shirts and maybe even 
a game as v/ei\. Coo! 



DirectX 5 greatly improved the 
functionality of D3D, the fad that 
Microsoft have decided to include 
OpenGL as part of Windows will 
now enable developers to choose 
which API to support without 
worrying that people with certain 
3D cards will be left out. And 
that's got to be good news for 
PowerVR owners. 

THERE'S ONLY ONE 
RAYMOND VAN 
BARNEVELD! 

licking through the TV 
I channels last Sunday 
afternoon (11 Jan 1998), I 
came across the Embassy World Darts 
final on BBC2, 1 was surprised to see 
one competitor, Ray van Barneveld, 
from the Nelheriands, wearing a PC 
Zone T-shirt. Is this a new sponsorship 
deal for the mag? (If so, well done, as 
he eventually 
won the ^^^^ 





championship!) I suppose it's not loo 
unusual a choice o! sport for you, as 
it's about as active a pastime as 
games-playing, 

John, e-mail 

Oarney was actually 
sponsored by our sister 
magazine, PC Zone 
Benelux, which is published in the 
Netherlands. To be honest, it 
surprised us in the office too, as 
we knew nothing about it, but 
we're chuffed to bits for him all 
the same. 

I HATE ABE 

light disagreement, I'm 
afraid, bul then that's the 
whole point of democracy 
and freedom of speech, right? 
Oddworld: Abe's Oddysee is not a 
good game. It does not desen/e 89 
per cent, and the reviewer should 

A not have concentrated on how 
^^^ wonderful (in his opinion) it 
^^ft looks and sounds while 
^H avoiding the glaring flaws in 
^B its sadly minimalist gameplay, 
^^ I know I am basing most of 
i^H my judgement on the 
^^H PlayStation version, but I 




have played the PC demo and there 
are no differences that in any way 
alter my opinion of this game. It is 
unnecessarily frustrating. Fact, 

It is a pain in the neck and there is 
very little satisfaction to be gained 
when you 'luckily' manage to achieve 
something on the twenty-somethingth 
attempt after replaying a tedious 
section over and over again. It is not 
fun to play No way, no how. The 
designers have managed to 
eliminate the fun element from 
2D platform games through: 
a clever mixture of 
unlimited lives; a player 
character that alienates 
the player through its 
appearance and irritating 
behaviour (eg failing over 
and growling when you 
walk into a wall - mildly 
amusing the first time, but 
later,,, Aarghh!); boring 
repetition: pointless 'interaction' and 
brain-dead 'puides', 

This game is nothing more than a 
step backwards from Prince Of Persia 
and Flashback, retaining everything 
that was wrong with them and 
throwing in a whole new range of 
fun-ruining ideas all of its own under 
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a glD5sy vereer of pretty backdrops, 
and with an attempt at humour that 
j)i55e5 the mark by a desperately 
tjivide margin. 

Please let people know how bad 
thi5 game really is. Either thai or reply 
to this letter in Zone's letters pages 
and tell me how at least one member 
of your magazine's staff regularly 
plays and enjoys this game Ot course, 
I won't believe you, but then that's 
my prerogative. 

Please don't say a game is great 
merely because it has orange sky 
backdrops and fart sound effects. 
Gsmeplay is still important yoj know, 
even today. 

JT, e-mail 

^H^ ell we liked it. Mallo. 
K!M Pstriclt, Dave and Miles 
^t^ completed it. Richie's 
currently writing the walkthrough 
(true, he is getting frustrated, but 
he is enjoying it), the first part of 
which can be found on page 116. 




PC V5 PSX 

Ot's jjst 50 great to see that 
retro games are in vogue, 
along with retarded Letters 
of the Month. What the hell is thai 
sad bastard lulartin waffling on about 
in the Feb '98 Letter of the Month? 
Whatever possessed PC Zone to not 
only award this literary dog shit a 
special prize and a purple 
background, but also to openly agree 
with such a pile of blinkered, biased 
drivel? Let's remind ourselves what 
the tragic little loser had to ;ay - and 
I won't tvuist or deliberately 
misinterpret anything in a vain 
attempt to make myself look clever. 
He says: "PlayStation games sell 
really well because there are so many 
bad ones." Of course, the popularity 
of PlayStations and the associated 
games has nothing to do with Sony's 
marketing or the fact they have a 
rather nice product at an affordable 
price. True, the games are expensive, 
especially when compared to PC 
versions of the same titles, but then 
console games have always been 
overpriced. To be honest, I wonder if 
perhaps this theory of flooding the 
market with crap products to raise 
the sales of good ones might not be 
adopted by more compajiies. 

Martin also cites the "huge and 
varied catalogue" of games available 
to PC owners. I suggest that nestling 



among all these superb titles are 
perhaps a couple that we would 
sooner forget. PC games are not icons 
of a holy order; there are some really 
crap ones out there too. Don't get 
carried away just because GTA and 
Tomb Raider II got released within a 
month of one another. For every 
(JuaJre there is a Phantasmagoria, for 
every Caimageddon a Project 
Paradise. (Dear readers - Mr Tapper 
goes on to list around 60 different PC 
and PSX games, along with their 
score, and comes to tfje condition 
that the average score for both 
platforms is a reasonable 7 out of W, 
or 70 per cent ~ Ed.) 

JW Tapper, e-mail 

^tt^ e suggest you take your 
M^B finger out of your arse 
^t^ and go and play 
Acclaim's Battlespoti on the PSX. 

THE WAY AHEAD 

^^k reat magazine - I'm a loyal 
^^B subscriber Anyway, with all 
^1^ these newfangled 3D cards, 
faster processors with better 
performance and what not, in a tew 
years will we really be able to tell if a 
new game has one million more 
polygons and a faster frame rate? 
Companies will be so obsessed with 
perfection in the graphics department 
- and will probably have reached their 
peak - that I'm sure gameplay will fall 
as a result, and so will the many new 
original games that appear every once 
in a while, making most companies go 
bust, [^y current fave games are GTA 
The Curse Of Monkey Island 3n6 Jedi 
Knight- more games like these, 
please? Anyway, keep up the good 
work. And just so you know, I'm 
about to renew my subscription. 

David Toofiill, e-mail 

Ohe 3D accelerator 
revolution has changed 
things dramatically. But 
ultimately, when graphics can't 
get any better, developers will 
have to spend more effort on 
gameplay, which Is surely a good 
thing. It's happening with flight 
sims already, wouldn't you agree? 

CRUELTY ZOO 

have bought every copy of 

PC Zone, and fully 

appreciate that it 
is aimed at the adult PC 
owner, I also agree 
with much of the 
editorial within the magazine 
regarding violent and gory 
games (my most 
recent purchase 
was Grand Theft 
Auto, and my subscription 
game was Carmageddon)- But I 
have to say that the 'joke' item in 





February's issue, 
Doctor Helmut 
Wrestler's Cruelty 
Zoo, is in very, very 
bad taste. This type 
of subject is very easy 
to get wrong, and you 
have shown exactly how to do 
it. TTie idea itself is fairly distasteful, 
but the graphical depictions of young 
children inflicting violence on animals 
are far too realistic. It is obvious to 
me that they are computer-generated, 
but it would not be obvious to my 
young children. This particular page in 
my (subscription) copy has been torn 
out and consigned to the shredder. It 
is (otherwise) an excellent magazine. 
Please don't spoil it. 

John Allard, e-mail 

Oharlie's Cruelty Zoo 
cartoon was originally 
intended as a satirical 
statement aimed at those people 
who nonsensically believe that 
playing computer games turns 
people into bloodthirsty maniacs. 
We 're sorry if it caused you, your 
son or any of our readers offence. 
In retrospect we feel that the 
cartoon was in bad taste, and we 
can assure you that we will lake 
greater care over our choice of 
subject matter in the future as far 
as the cartoon Is concerned. 

ACTUA VS FIFA 

Oour recent arguments about 
absolute percentages have 
never been mote true than 
with the above games. Everybody has 
different views, but the most 
important ijart of the review is the 
comments, not the score. I bought 
Actua Soccer 2 after reading your 
review. I agree that il has great 
graphics and sound, but shooting is 
a pain - you arrive in the box, power 
not quite at desired level... oh dear, 
computer has the ball. For me, the 
gameplay i5 too fast, resembling more 
a game of pinball, with too little pitch 
being seen to develop more than a 
schoolyard kick-and-rush game, A 
friend brought round FIPA, which has 
all the league teams (great, can stop 
Man Utd winning the league!], loads 
of special moves to learn (though not 
vital if you don't want to use them), 
^^^ and you can score goals 
^^^ from all over the park, 
-^^Hf I agree the speed is 
^^ slightly slow at times, and 
r I wish you could turn off 
"'' the extra motion-capture 
before goal/corner kicks. 
FIFA wins hands down 
at dead-ball 
situations - 



you can actually have an 
idea where the ball might 
end up. 

In conclusion, everybody 
has different views and 
everybody likes different 
game genres. So why argue over 
a percentage mark? It |ust wastes 
time which could be better spent 
playing the games you enjoy, 

Andrew Webster, e-mail 

©ctua 2 isn't without its 
problems, but it's still 
the office favourite. If 
you're having trouble scoring 
goals, check out this month's 
Everything... on page 114. 

WHAT A B-ORE 

©eing a very picky and fussy 
sod of person who annoys 
everyone, I have picked and 
fussed over two little points in your 
magazine that are very minor and 
petty, but I thought I'd write in and 
complain anyway. Firstly, in issue 54, 
in your Age Of fmpifes review (what 
a brilliant game), some silly bloke said 
you sent men out to collect gold and 
ore, and. , . er. , , I don't recall ever 
collecting ore 

Philip John Congreave 
(Annoying Bloke), e-mail 

Oef you were always the 
last person picked for the 
footle team at school. 
And then they put you in goal. 

QUAKE II SUCKS 

O doubt whether this letter 
will get published, because 
your magazine is so far up 
ID'S arse you can't see flawed 
software, I refer of course to Quake II. 

I lotally resent paying 30 quid for 
what is essentially a final beta 
version. I know all about the 
Christmas deadlines, customer 
demand, hype and all that stuff, but 
to put an unfinished game on the 
shelf is disgusting and nothing mote 
than a rip-off. 

I bought this game solely for the 
multi-player aspect, but it's practically 
non-enistent, even after magazines 
like PC Zone extolled the virtues of 
its multi-player capabilities. I'd like to 
finish by asking a question: What 
version of this game did you review? 
Shaun French, e-mail 



veryone in the Zone office 
(with the exception of 
Chris) is totally addicted 
to Quake II deathmatch. 
Get yourself some of 
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the converted 
Quake levels and 
get going. Unlike 
another magazine, 
we actually waited 
until there was finished 
code to play with before we 
reviewed it - hence their 
'World Exclusive' review 
didn't even mention 
deathmatch play. Quake 
II isn't without its 
problems, but the 
majority view is quite 
clearly that Quake II 
rocks, whereas you 
obviously sucft. 

EVERYBODY LOVES 
QUAKE II 

Oojr ma5sive 
generalisation that 
everyone loves Quake II is a 
bit over tiie top. I (and otiiers I linow) 
prefer Jed/ AVug/jf any day oi the 
week. Quake II is merely Quake with 
a bit of fancy lighting. And what 
about the way people go on about the 
Al? What a load of bollocks. Do they 
mean the way the enemy ducks when 
you shoot at it? Big thrills. Or do they 
mean the way that some enemies run 
around in circles when you shoot 
them? 

The other point is thai )edl is a lot 
easier to get going on the Net. Thanks 
to its support on the Microsoft 
Gaming Zone, you never have to 
search for a game using QuakeSpy or 
whatever. Also, ./erf requires more 
skill. In Qll. the same old thing: get 
the biggest weapon - bang! Everyone 
else is dead. However, in Jed; you can 
have the best weapon and still get 
your arse kicked. 

Vou seem to be very biased 
tovjards ID. I knew before Quake II 
even got released that you'd say it 
was the best thing to come along 
since sliced bread. 

Peter Row, e-mail 

^■^ e do like Quake II, but 
WP!Mt the fact that we've got a 
^t^ LAN in the office has 
probably got a lot to do with that. 
We all like Jedi too, which is why 
we awarded It the PC Zone Special 
Award. The Sith add-on Is quite 
awesome and adds an awful lot to 
the existing game. 

No, we're not up ID's arse, we 
just like good games, andiDjust 
happen to write good games. 

WE DON'T DO VOODOO 

our reply to my letter (I Love 
I Voodoo - your title, not 
mine - issue 50) is an 
argument relying on speculation that 
works both ways. While you are 
correct in saying that VideoLogic's 
third attempt to match the 3Dh 
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Voodoo chipset will arrive a; 
Highlander in mid-'98, 3Dfx 
not be resting on their 
laurels. In that time, 3Dfx 
will have established 
Voodoo 2, and will be 
beginning to ship their own 
2D/3D chip Banshee, which 
promises to be faster again, 
in mid-'98 also. Just look at 
both companies' track 
records: 3Dfx has offered the 
best performance and game 
support and delivered on those 
promises. Video Logic have (both 
in my opinion and in fact): 
abandoned first-generation 
adopters of their Apocalypse 1 
card; issued cards to independent 
testers that deliberately sacrifice 
visual quality for speed when they 
detect industry benchmarks 
running; named their product so 
similarly to their main competitors' 
that it can be for no other reason than 
to mislead customers (VideoLogic's 
SDx chipset has only a one-letter 
difference from 3Dfx); and continue to 
issue press releases that are accurate 
(0 the letter but misleading by 
implication. Spin-doctoring of the 
worst kind. 

As you note in your test, 3Dfi< 
Voodoo cards are currently the best 
around, over a year after they hit the 
market. This is exactly the high 
ground that 3Dfx have aimed for, 
whereas VideoLogic, to quote your 
interview with Andy Keane, "only 
needs to perform just well enough". 
Yet VideoLogic still insist they are the 
best - as any good marketing 
department would, of course - 
regardless of the facts. I know which 
company I would trust to deliver on 
promises when speculating about 
their future performance. 

John Shiali, e-mail 

feel I should defend 
VideoLogic here, simply 
because you refuse to 
wait and see how each of the new 
cards performs before forming an 
(ill-informed) opinion. Tbe big 
problem with PowerVR cards was 
that they relied too heavily on 
processing power. This problem 
has already been addressed with 
Highlander. Voodoo 2 looks 
promising, but at this stage the 
main advantage it appears to have 
over Voodoo 1 is pure speed - 
and at some considerable extra 
cost (yes, you will have to ditch 
your Voodoo 1 card). The lesson 
to be learnt here is a simple one: 
both cards look promising, and 
only a fool would write off one or 
the other before they've both 
been thoroughly tested. 

Chris Anderson, 
Deputy Editor 
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Shouldn't 'adult' 
games be about 
more than just 
blood and guts? 
asks Paul Presley. 



gro w up I 



I 



0'D LIKE TO GET PERSONAL FOR A MOMENT. 
I'm twenty-six years old. I regularly drink 
copious amounts of alcohol. I don't smoke, 
but if the desire ever hits me I'm legally 
allowed to walk into a tobacconist's and purchase 
some cigarlllos. I pay full price at cinemas, football matches. I 
sometimes listen to classical music and enjoy it. I am, in short, 
an adult. And I play computer games. 



The computer games industry is subject 
to rrany trends. Different game genres 
become both overpopjiar and 
Dverpopulated at regular intervals. 
Themes conlinjally crop up and become 
evident across many platforms. The most 
recent trend has been outrage, Ooom 
started it, Quake took hold of it, 
Catmageddon ran with il (straight to 
the tabloid press] and Grand Theft Auto, 
unfortunately, caught the brunt of It. The 
most common reaction to these games 
from the narrow-minded cretins at the 
heart of the fuss IS, "Butthinkof the 
diildren!" The most common defence 
is; "These are games lor adults," 

Well hang on a minute. Adults? Are 
you sure about that? Certainly, with an 
ISratlngapplied to a game only adults 
can buy it. But just who, really, ate these 
games aimed at? Why is it that in the 
computer game industry, the tenti 'adult' 
is synonymous wrth blood, guts and 
bodily organs spilling onto the linoleum? 

The one thing I certainly don't want to 
do is to champion the ignorant and their 
calls for censorsliip. Too mucfi public 
airtime is being given to these misguided 
and close- minded people who, armed 
with the barest of knowledge, proceed to 
condemn anything that isn't Christian, 
white and middle-class. I was watching 
a late-night television show recently in 



which one sell-proclaimed professional 
Christian contradicted his own beliefs on 
tolerance, and threw Grand Theft Auto to 
the lions claiming - despite being unable 
to produce an/ evidence whatsoever - 
that playing it leads to criminal behaviour. 

Well screw them, I have my own 
moral and ethical code, I live by my 
own standards. I don't try to force my 
behavioural patterns onto other people, 
and t would expect the same level of 
courtesy in return. The last thing I need 
is to be forced to live out my life by the 
misleading codes of conduct outlined in a 
misinterpreted, self-contradictory piece of 
medieval fiction. I am my own god, my 
own religion and my ovm belief system. 
I know the difference 
between right and 
wrong and I certainly 
don't need some 
misinformed censor 
to tell me different. 

But at the same time 
I wouldn't mind seeing ^ 
a few more game 

developers realising that 'adult' can also 
mean 'mature', as well as 'viscera'. I 
wouldn't take a child to see In The Name 
Of The father at the cinema, for instance. 
Not because there are scenes of brutal 
carnality, but because the themes 
displayed would be beyond them. 




Naturally it's hard to apply maturity 
to certain genres, but I often find myself 
looking at games on the screen and 
thinking, "This is an insult to my 
intelligence" Posfa/was a recent 
example. I wasn't offended by the 
game because of the senseless violence 



a person. I believe this because I've 
experienced such feelings first-hand. I 
have felt incredibly peaceful and at ease 
after a game of Quake II. 8ut every once 
in a while I would like to have my brain 
functions enhanced by a game; my 
intellect challenged; my emotional state 



"/ would like to have my brain functions 

enhanced by a game; my emotional state 

moved instead of just my stomach. " 



irvolved, I was offended because the 
senseless violence was the only reason tor 
the game's existence (and because, as a 
game, it was terrible). 

I happen to agree with the opinion 
that playing violent computer games 
reduces the levels of stress and anger in 




moved instead of just my stomach. Where 
are the computet game equivalents of 
intense lelevision dramas, of engrossing 
novels, of moving plays? Don't tell me 
such things aren't possible. The computer 
is as valid a medium for great literature 
as any other. Right from the start we had 
incredible writing on display in Infocom's 
adventure games. 

It doesn't have to be just adventure 
games, either. Apply levels of intelligence 
and maturity to any form of game design 
and we'll be off to a good start. Show us 
violence if you must, but show us the true 
effects of violence as well and maybe 
we'll then start to think a little more 
about our actions. Maybe we'll even 
start to grow up. © 
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J&rcmv WeJIs supports Arsenal, yet 
spends his free time guiding Ipswich 
Town into the Premiership. Confused? 
Not as much as he is. 



JST WHEN OUR FRIDAY AFTERNOON QUAKE 
sessions had started to tjrr a little sour, two 
tilings happened to rekindle ojr obsession and 
set Djr mouse mats on fire once more. First of ail, 
the Mysteries Of The Sith mission pack turned jp 
pretty much ojl of the blue and caused mjcfi merriment and rejoicing 
throughout the office. News Editor Mailo has already dedicated a large 
portion of his free (and not so free] time brjshing up Iii5 Jedi powers, 
and has even managed lo discoi/er and piece together a fragmented 
bidden level straight oLt of The Empire Strikes Bad that features the 
Darth, Luke and that gantry scene, "in terms of level design it's so 
much better than Quai:e," Mallo gushes. "The engine might not be 
as good, but in terms of scriRting and immersion it's just brilliant." 
Having spent Ihe best part of two weeks looking over his shoulder 



"Our mouse mats have been set on fire 
once more r by Mysteries Of The Sith and 
the Quake Final Point Release patch." 



whether you're a Jedifan 
or not you can't tail to 
be impre»eil by the Sith 
mlsslDn pack. 



and nabbing the CD when he was at lunch, the rest of the office are 
for once united in their opinion. At 20 quid you'd have to be mad not 
to buy the S/fft mission pack, if you still need convincing after reading 
Mallo's glowing review (page 72), then play the exclusive one-level 
demo on this month's CD Zone and find out for yourself why we think 
LucasArts hai/e set a new benchmark for 3D action games. 

Secondly, ID finally stuck the Final Point Release patch for Quake 11 
on the Net at last, if youVe been keeping an eye on our letters pages 
you'll know thai a number of readers have written to 
us to complain about the number of bugs that 
plagued the original release, and also lament 
the lack of multi-player support. The new patch 
fixes most of the bugs and includes eight 
new deathmalch levels which we'ue been 
playing almost solidly for the past fort- 
night. They're not ail great, but the ^ 
new levels have managed to , 
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' The new 'official' deathmatch levels for Quake II have 
been keeping us all verv bu&y indeed. 



sustain Interest In a game that was released some months ago. What's 
more, it's free and it's on this month's cover CD. And whether you hate 
ID for releasing an incomplete game or blame the marketing men for 
making us wait, we say thumbs up to ID for finally sorting it out. 

Apart from Quake II deathmatch and 5/f/i, everyone else (and in 
particular Steve Hill) has been blown away by the awesome Ultimate 
Race Pro. Again, we've got a U\M so we've been lucky enough to fully 
appreciate the multi-player aspect, but there is an on-line multi-player 
option, and as a single-player game it's still a lot of fun. 

Patrick's been devoting plenty of time to lowering his handicap 
playing The Go/f Pro ("It's 14 at the moment, but I'm getting better all 
the time") and preparing tor the new F1 season by playing Psygnosis' 
n 37. "It's much better than the last game," he tells us, "and ideal 
for people who can't be bothered with a fuil-on sim." 

As well as indulging in some serious networked Ultimate Race 
sessions and a bit of Quake W(obviously), Charlie Brooker is still 
beavering away at Falloutatvi has finally got round to upgrading his 
machine. Chris is also hooked on Falloul and is spending some lime 
with F-22 ADF, which he says has got "the best graphics ever seen in 
a flight sim" - a statement we'd ail have to agree with, Richie's spent 
most of his time writing our guide to Abe's Oddysee, and as a result 
has nearly lost it on more dian one occasion. He's also found time to 
dabble with a 3Dfx-ed version of Interstate '76and flex his Quake 
muscles on Wireplay playing Team Fortress, if you see him, send him 
a rocket from me. Paul Presley maintains that he's been playing a lot of 
Air Warrior III {but 6\e novelty's beginning to wear off), while I've been 
busy guiding Ipswich Town into the Premier League in CM2 97/98 and 
trying my hardest to beat Patrick on just one hole at the truly great 
The GbKPro. Guess I need to get my wrist action sorted, A 
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Special i 
Reserve 



All for £6.00 CTg 

Special Reserve Awt^UAL Mei»18ership Fee 
It's easy to]oin. just phone 01279 600204 or send in the order fomi, 

ThereS r>o ohlig^flnn lo buy anything, you can tie any ego, and kt gnly costs ZQ 00 

1 fVlembErs tecolve 10 issues of our cQloLr Club 
Maga?ines pet year The magazine includes oui tull 
catalogue ol over 2,000 products, many 3i below ttade 
price or under hall price. And there are Reviews. 
Features, Charts, Release Dates, Extra Savings and 
thousands of pounds worth ol great prizes to be won 

2. The incredible Special Reserve Book of 3500 
5 tg; 'i Cheats |ail (ormats) yuill be sent to you with your Family 
, 4t^Ss^ Membership Card and your Pans 98 entry form. 



3. AMID choose any one of the FREE GiFTS below il you buy just 
one item at the same time as you join. All ol our gifts are worth the 
membership lea or more and you can extend your membership (or 
£5.50 to get mors gifts if you want them 

Thai's why over 400,000 people have loinsd 
Special Reserve 

The Biggest Games CEub in the World 




Free Gifts 



Pip.^=i- iTk yi-iui Li.LiLi. ..I .ji!" ■.\ntin fou irm lor ^ 
V&ar ^Cfi^ 3l ihe same line s^ buying ijiyone iLerri 
ir loiTiing Dy r^phcv E^iea^? ask inr vnin gi'i tii iha <Mnb 




FREE CD WALLET 

5tojes looGe CD s neafly 
and safely Agreal 
spar-c savar, convenient 
for home, ofTrce 
I land car 

OR EIGHT GAMES 
FREE FOR 
PC CD ROM 

Desen St<ihe, Jungle Etnke 
flctua SoccBr Semr- 
Final. Nonualily Jnc 
DemQ,Zool2,LotU5 3, 

Toyota Rally, Team SL-zukl 



V 







OR FREE FRANCE 
, '98 FOOTBALL 

Full size 82 panel 
slrfctietJ 

PVC coaled foolball 

Size 5 Includes frep 

adaptor lo pump up 

tlietjall 
OR SEVEN GAf^ES 
FREE FOR 
PC CD ROM 
Civ,li?i1iO(-, Lerr'rTi,ngs, Elite 

1 52. SensiHiB Soccer. 

JUTirry Whi1B5 Snooker. 

ai>ij Zool 
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OR FREE GOODY BAG INCLUDES 

lUllNIBOY, GAMEBOY CALCULATOR 
AND VIRTUA PET. 

incredibly, adlhree of these Bleclronic wonders 
haL'e Deen bunfllod a^ one great gift. The Mmltjoy 
ijlfcrs 55 great games in one, ihe Gametjoy 
calculator Is great to take inlo schoo^ and tne Virlua 
Pe( prouidea you with a pel Id look afler and care ol 

0''i:i^ ^uDiocl 10 ^'rick fluiiikbikly AlLe malivE gi lis available Ovareeas mi-n-ib,-rs adu £2 [/j^ijiio 



Extra Mail Order Discount 

OedLcr F2 if vour order IdIaIs more irian f 40 
This offer only dpph&$ if you uao ihis 
compleii? forrr la ptace your order by pOBt 
twiore ll>fl expiry dafe KiOw 

^^^^ EXPIRES 

\Jrr 30/4/98 



Speciai Reserve 01279 600204 

On FA" ."i.,H iiHLib-i UN 01279 726B42 - We\ . i-ax sack tq confirm 
Open 9,30^1^ to 8pm (Mon-Sj^t) 10am to 5pm [Sun & Bam Holidays) 

I BLOCK GAPITAL3 p\'!0.w; 

Name a AMress — 



_Phone NiJ_ 



„MachinH_ 



Postcode 

PC ZONE 

£>!isiing memtiers please enter msmbership number 

We only supply members but you can order as you join (from SOp) 

There Is no obllgalfon lo buy anything and you can be any aga. 

CeOO Anniifll Membership Includes 10 Issues of the Club Magazine plus 

The Special Reseri/e Book of 2500 Cheats. AND choose a FREE GIFT 

from above if you buy any irem at Ihe sairie time as you Join. 

p|F..,|. n.,1-1- r.1l-f.z,H-JI !■ -TH ■ "^PL ■■.& E "Nr = FA^r -,1 Ir'-ML':" -J T.lK ,;.JRCMaiGE DF 5I FI fiU^- 

Annual fWEMBEHShiP e6 (UK), E9 (EC) or £12 {WotlLOj 
OB TRIAL Mew bershi p SOp [One HaoAZiNE. O ne OBDiS)_ 



item 



Deduct E2 of! posted nrdars tatailing over E40 (offer above) 



ALL PRICES INCLUDE UK POSTAGE & VAT 

Cheque'' P.O. /Waste rcard/Creditchatge/Switch/Visa 



-£2.00 



I 



I 
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CREDIT CAHD 
EXPinv DATE 



RIlT] NATURE 



SWITCH 
IIB3UEN0 



Ouer^eaa orders must be paid by ci-edll card. Overseas surcharge C2.0Q per Item 
Hardwai-e items (mains or Catle'y) are fjniy sunpliprl In ihj? UK mainland 

Immediate cheque clearance 

Cheques payable to Special Reserve at 

PO Box 847, Horlow, CM21 9PH 



q Cl Burdiargs In our nnapfl. SAVE ^ SavJng ulf lull r 
MHlU"g«, SBWbrtdgDWQrlH, Hcn»CU2i9P[i 



fnmflidid pricfr 
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www.liberationday<coni 



teroctive Mcgic. Windows 95 is a registered trodemork of Ihe Micosc 

rks ore the property oHheir respective owoefs. (j; 1997 Inferaclii/e Magic. All rights reserved. 
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